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Tnese are the qualities that have madeafy 
Britain's largest and fastest growing mail order 
supplier of computer games. CAN YOU AFFORD 
NOT TO BUY YOUR GAMES FROM US2 /- 


^ 01132340444 ^ 

SALES HOTLINES 

OPEN SEVEN DAYS 
^ A WEEK . r 


FAX ORDERS ON 

0113 234 0770 

(24 HOURS A DAY) - 


PRICE! CHOICE! 


APIViSiO NOF 

""^^yo!riool^!rougfrn!!rmagazine you will 

undoubtedly notice adverts for other mail order 
companies. So what makes us different to any of 
them? WelL how about this..... _ 


PRICE 


You should find Gameplay to be the cheapest 
supplier of N64 games in the country. However, we 
can't look everywhere at once, so if you do find a 
better price, please ring us and we will do our best 
to beat or at least match It. On top of this, we offer 
a FREE 1st Class delivery service and we don't charge 
for membership if you are buying by mall order so 
there are no"Hidden Charges", me price you see is 

the price you pay! 


ro BUY Your 
from us? 


CHOICE !! 


Just take a look at this advert! 2 pages crammed 
with games and equipment! We try to stock every 
game available and it it's not in stock when you ring 
we should be able to get it for you fast. Also, with 
plenty of 2nd hand games available as well as new 
there should alwaysoe something that you're 
lookinq for. 


QUALITY !! 


We only sell official UK products and all Items are 
fully guaranteed whether new or 2nd hand. Any 
product that becomes faulty within its warranty 
period will be replace d hassle free, quickly and 
efficientl 




nn 


Delivery time is normally within 2 working days 
and our packaging has been specially designed to 
ensure that your products arrive in perfect condition 
(we do not use Jirfy Bags!). 

Also whatever your needs 
we can help you make the 
right choice. 

Our salesmen are all 
enthusiasts and do not 
make commission, so they 
can give you completely 
impartiaf advice. 

Remember, if you don't like 
it you don't have to keep it 
50 we make sure we tell 
you the triAb! 
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Please note that there 

IS NO CHARGE TO BUY FROM 
US BY MAIL ORDER BUT A 
ONE OFF MEMBERSHIP FEE 
OF £5 IS PAYABLE IF BUYING 
FROM OUR SUPERSTORE. 
NUS CARD HOLDERS AND 

OAPs £2.50. 


Why not visit our club 
SUPERSTORE IN LEEDS AT THE 
ADDRESS ON THE ORDER 

formI All items in the 

STORE ARE AT THE SAME 
DISCOUNTED PRICES AS OUR 
MAIL ORDER DIVISION. 


THE WORLD 


£90.99 

PRICES INCLUDE 


Nintendo 


consoles 


come 


with 


one 




an 


cable 


4Bhr 


FR 


MOST 

ONSOLES AT BRITAIN'S 
LOWMSf PRICES! 

OiUViltY TO MOST AREAS IN THE UK 


UNBEATABLE SERVICE GUARANTEE All machines bought from Gameplay are fully 
guaranteed by Nintendo and we otter full after sales support. Unlike some of our competitors, 
we only sell official UK consoles backed up by genuine British warranties. If your machine 
develops a fault within the^arantee pericM, we are the ONLY mail order company who will 

COLLECT IT FROM YOUR PCfOR REPLACE IT FREE Of CHAReEII . 


Nintendo 64 Coraole . £90.99 

Nintendo 64 Coraole +Mario Kdrt or Mario 64 . £129.99 

Nintendo 64 Coraole-t-l^ Wen . £137.99 

Nintendo 64 Console + nd^Kbng/YosM's Story . £129.99 

Nin tendo 64 Console + kill supaslar Soccer 64 . £129.99 

N i ntendo 64 Console + G oldeneye . £129.99 

Nintendo 64 Console+ 101011 . £121.99 

N i ntende 64 Console + Wase Boce or Blast Corps . £130.99 

Nintendo 64 Console + Extreme 6 . £126.99 


SAVe BVBN mORA WHMN YOU BUY THM FOUOWfHe AT TUB SAMC 
TIME AS A MEW MIMTEMDO 64f 
Top Goar Steorino Whe«l....................................................£52.99 

Ofnclal Grey or Colour^ Joypod .......................................£22.99 

1 MB Memoiy Cord ___....- £9.99 

RGB/S-VHS Scarf Cable -- £6.99 

LmIc 3 Carry Cose ...............................................................£14.99 

PLUS GET SI.50 OFF EVERY GAME BOUGHT AT THE 
SAME TIME AS YOUR BRAMD MEW HIHTEHOO 441! 




Nagano Olympics 


Rush 


Aero Fighters Assault.£39.99 

Blastcorps .£35.99 

Bomberman .£40.99 

Chameleon Twist.£39.99 

Clayfighter 63 1/3.£28.99 

Cruisin USA.£30.99 

Dark Rift .£40.99 

Diddy Kong Racing.£40.99 

DOOM.£40.99 

Duke Nukem 3D.£38.99 

Extreme G.£40.99 

FI Pole Position 64.£39.99 

FIFA Road to the World Cup _£43.99 

Fighters Destiny .£41.99 


Forsaken.£LOWEST 

Goldeneye.£40.99 

GT Racing 64.£LOWEST 

Hexen .£40.99 

Holy Magic Century.£44.99 

Int'l Superstar Soccer 64.£39.99 

Killer Instinct Gold .£44.99 

Lamborghini 64.£38.99 

Lylat Wars & Jolt Pack.£48.99 

Mace.£41.99 

Madden NFL 64.£45.99 

Mario Kart 64 .£40.99 

Mischief Makers .£39.99 

Mission Impossible.£39.99 


Mortal Kombat Mythology .£41.99 

Mortal Kombat Trilogy .£45.99 

Mystical Ninja.£44.99 

Nagano Winter Olympics.£44.99 

NBA Hangtime .£44.99 

NBA Pro '98.£44.99 

NFL Quarterback Club '98 .£44.99 

NHL Breakaway '98 .£41.99 

Olympic Hockey .£41.99 

Pilot Wings .£40.99 

Quake.£40.99 

Rampage World Tour .£46.99 

Robotron 64.£48.99 

San Francisco Rush.£42.99 


Shadows of the Empire.£41.99 

Snowboard Kids .£34.99 

Super Mario 64.£40.99 

Tetrisphere .£34.99 

Top Gear Rally .£42.99 

Turok Dinosaur Hunter.£33.99 

Wargods .£46.99 

Wave Race 64.£43.99 

Wayne Gretzky's 

Hockey '98.£LOWEST 

WCW vs NWO: World Tour .£40.99 

Wetrix .£40.99 

World Cup '98.£45.99 

Yoshl's Story .£40.99 



Snowboard Kids~^ Yoshi's Story Super Mario 64^ Goldeneye WCW vs NWO Wave RaceSS"^ Turok Dinosaur Hunter Clayfighter Extr^e Top G^r^^lly 

WE DO NOT CHARGE YOUR CREDIT CARD UNTIL VoUR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 


Gameplay only supplies official products. All products guaranteed by Gameplay and Nintendo or their respective 


manufacturers. Gameplay is Britain's largest mail order supplier of computer games. All rights reserved. All trademarks recognised. 












































































































Skiing backwards is not good fan 


QUAUTY! SERVICE! 


BRITAIN'S LARGEST MAIL 
IF COMPUTER GAMES! 


JOYPAD5 



The best quality joypad available 
£24.99 OR £22.99 for 2 or more 




LOGIC 3 TRIDENT PRO PAD 
Repuca pad with independent 
Auto-hre and Slow motion 

FEATURES, MEMORY CARD SLOT 
AND LED DISPLAY 

£19.99 

As Above with 256KB memory 
CARD BUILT-IN 
£22.99 





0113 234 0444 

SALES HOTLINES (7 days a week) 

0113 234 0999 

TECHNICAL SUPPORT(M...s<rt,ia..i 

0113 234 0666 

CUSTOMER SERVICE (Mon-Fri 9am-6pm) 

esnail: GaRneplayUK@aol.cem 


John Clelland, 
Vauxhall's star 
touring car driver 
playing TOCA 
Touring Cars at our 
recent store opening 
in Leeds 
"This wheel is 
fantastic 
-/ want one!' 

- John Clelland. 


coumo scidix 


OFFICIAL COLOURED JOYPADS 
Exactly the same as the grey official 
PAD BUT available IN BLUE, GREEN, 
RED, BLACK, & YELLOW 
£24.99 OR £22.99 for 2 or more 


TOP GEAR TOP DRIVE STEERING WHEEL 


Steering Wheel & foot 
pedals with working 
gearstick and 9 fully 
programmable buttons. 

Leather wheel cover. Works 
on N64, PSX & Saturn 

£54.99 


topoaar 

EBSt 

STEERING 

WHEEL 




As above but 
also with LED 
"Rev counter" 

£63.99 


^4 



Legend of Zelda 64 

£88.99 

SPECIAL 
OFFER... 
TOP GEAR 
WHEEL & 
MARIO 
KART 
ONLY 
£88.99 


Mission Impossible 

^ Qameboy\ 
Emulator | 

Play Gameboy | 
games on your | 
N64 1 

V £33.99 J 


Nintendo VIRTUAL BOY 

Original AAA N6W 6NLV £44.99 

VIRTUAL BOY games all just £15.99 each. 
CnOOSO from: Panic Bomber, Virtual Boy 
Golf, Galactic Pinball, Teleroboxer, Vertical 
Force, Tetris 3D & Wario Land 



LOGIC 3 
RUMBLE PACK 

Causes the pad 

TO VIBRATE 
WHILST PLAYING 
TO ADD EXTRA 
REALISM. Twin 
Speed Selector 

£8.99 


Gameplay has just started stockin 9 
pre-owned games in addition to our 
new games and we intend to ensure 
that these are the best quality you 
can find anywhere. 

✓ All games must pass a 10 part 
exarninq,tion before„being resold to 
ensure nearly-new quality. 

✓ All 2nd hand games are 
guaranteed for 3 months. 

✓ Extremely competitive prices 
for buying and selling. 

This is how you can sell us a game: 
J. Your game must be in nearly new 
condition. We cannot accept anything 
with torn or stained manuals or damaged 
boxes and you must clean the cartidqe 
before sending it to us. Remember that 
all games are tested when we receive 
them. If your game doesn't work, we 
will not buy it and you will have to pay 
a £4.00 charge to get it back. 

2 . You must ring us before sending 
your game in as prices for 2nd hand 
games can change quite regularly. You 
will be given an authorisation number 
which will be valid for three days. 

3. You will receive a credit for the 
agreed amount which you may use 
against other games, either new or used. 

If you would like to buy a 2nd hand 
game, simply ring sales for the current 
price. If your choice is not in stock, you 
may book a copy and it will be sent as 
soon as one becomes available. 
Remember, we do not charge your card 
until your game is sent! 

ALL PRICES LISTED IN THIS 
ADVERT ARE FOR NEW GAMES 
ONLY - PLEASE RING IF YOU 
WOULD LIKE 2ND HAND PRICES. 


OTHER ACCESSORIES 



256KB MEMORY 

AUOWS YOU TO SAVE HIGH SCORES, 
GAME POSmON, REPLAYS, ETC.. 

Slots into control pad for ease 
OF use. 

£7.99 


1MB MEMORY CARD 

Works in the same way as 
THE 256kb memory card but 
4 TIMES BIGGER. CHOICE OF 
COLOURS 

£10.99 


Sharkpad Pro 64 

Repuca pad with Auto-fire and 
Slow motion features and 
memory card slot. Cool 
see-through design. 
£24.99 OR £21.99 FOR 2 OR MORE 
LOGIC 3 CONSOLE 
CARET CASE 
Cushioned interior, 
PARTITIONS AND 
POCKETS, DURABLE 
LIGHTWEIGHT AND 
WATERPROOF. 

£15.99 

JoYPAD Extender Cable - 1 .5m extension 
LEAD. Attaches to ail controllers . .£7.99 

Pack of 2 Extender Cables .£12.99 

Rumble Pack.£8.99 

Fire Rumble Pack including 256KB 
Memory Ca^ . £12.99 

0113234 04^ 

SALIES HOTLINES 

OPEN SEVEN DAYS 
A WEEK 


r~7\ SALES LINES OPEN: 

\w I MON-FRI 9am - 8pm 

' SATURDAY 10am - 7pm 

SUNDAY 10am - 4pm 

0 NO QUIBBLE EXCHANGE POLICY 

IF YOU ARE UNHAPPY WITH YOUR 
PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
(10% OR MINIMUM £4), WE WILL 
SWAP IT FOR ANOTHER ITEM.(THIS 
OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 
IS NOT RECEIVED BACK IN PERFECT 
CONDITION)*. 

r— 71 ORDER BY CREDIT CARD^ CHEQUE, 
LX POSTAL ORDERS OR CA^H (PLEASE 
UC-J SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 
SORRY, NO CASH ON DELIVERY. 

•YOUR STATUTORY RIGHTS ARE NOT AFFECTED 





8MB MEMORY CARD 

20 TIA/\ES BIGGER THAN THE 256kB 
MEMORY card! LED DISPLAY 
INDICATES CURRENT PAGE AND 
DATA STATUS 

£17.99 


GAME KILLER 

Packed with cheats tor all the 

LATEST N64 GAAAES INCLUDING 

Mario 64, Pilotwings, Wave 
Race, Mario Kart 64, Cruisin 
USA, Shadows of the Eaapire 
and Killer Instnct Gold 

£24.99 



SFX 64 UNIVERSAL 
GAME ADAPTOR 

I Allows imporied games 
to be played on UK 
N64 consoles and UK 
N64 gomes to be 
played on imported 
consoles £14.99 


[Z1 

0 


FAX ORDERS ON 

0113 234 0770 

(24 HOURS A DAY) 


ORDER WITH CONFIDENCE FROM 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUNTRY! OVER 700,000 SOFTWARE 
ITEMS SUPPLIED SO fAR! 

1ST CLASS DELIVERY FREE OF 
CHARGE TO U.K. MAINLAND. WE 
PROVIDE THE FASTEST DELIVERY 
SERVICE AROUND: 1-3 WORKING 
DAYS MAX ON STOCK ITEMS. (PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE). NEXT DAY 
DELIVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJECT TO STOCK). 

lOOO'S OF TITLES AVAILABLE. 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR PSX^ SATURN, 
PC CD ROM AND APPLE MAC. 

OTHER COMPANIES MAY TAKE 
YOUR MONEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT YOUR 
CREDIT CARD WILL NOT BE 
DEBITED UNTIL YOUR ORDER 
IS DESPATCHED! 


Gameplay 
"Adrenalin 
Rush" 
Mouse Mat 

£2.99 

Composite Scart Cable - Improves 

PICTURE AND SOUND QUALITY WHEN 
CONNECTED TO A SCART INPUT ON 

YOUR TV.£8.99 

S-VHS Scart Cable - Even higher 

QUALITY THAN THE COMPOSITE SCART 
BUT REQUIRES SVHS COMPATIBLE TV 

OR Video .£8.99 

Replacement RF Lead . .£13.99 
Standard Carry Case .£13.99 

Datel Action 
Replay Pro 

CONTAINS LOADS OF 
BUILT-IN CHEATS FOR 
ALL N64 GAMES. 

You CAN ADD MORE 
CHEATS AS NEW 
GAMES ARE RELEASED 

£38.99 


N64 Secrets, strategies & sols £1 4.95 
Goldeneye secrets, strats & sols£1 0.95 
Lylat Wars secrets, strategies & 

SOLUTIONS .£10.95 

Mario 64 secrets, strats & sols£10.95 


LOGIC 3 JOLT 
PACK & 1MB 
MEMORY CARD 

AS ABOVE BUT 
ALSO CONTAINS 
A 1MB MEMORY 
CARD 

£15.99 




SHOCKWAVE 

UNIQUE 
SENSOR 
ADDS RUBLE 
FEATURE TO 
ALL GAMES 
£22.99 



PLAYSTATION 



FIRE VRF1 WHEEL 

True analogue wheel complete with 

FOOT PEDALS AND PROGRAMMABLE 
BUTTONS. Suitable for use with 
Mario Kart, Diddy Kong, Top 
Gear Rally, MRC, etc. 

£49*99 iMcuL 

II 



BUY A fire 
VRF1 STEERING 
WHEEL 

ANDGCT£1 
OFF ANY 
DMVING 


Actua Golf 2.£29.99 

Actua Soccer 2.£29.99 

Broken Sword 2.£28.99 

Command & Conquer Red Alert £34.99 

Cool Boarders 2.£29.99 

Crash Bandicoot 2.£34.99 

FIFA Road to the World Cup....£32.99 

Final Fantasy 7.£36.99 

Formula 1 '97 .£38.99 

International S/Star Soccer Pro£29.99 

Micro Machines 3.£17.99 

Oddworld: Abe's Odyssee.£29.99 

Rage Racer.£28.99 

Rally Coss.£29.99 

Resident Evil Directors Cut.£26.99 

Soul Blade.£33.99 

TOCA Touring Cars. £33.99 

Tomb Raider 2.£33.99 

V Rally. £24.99 


PLEASE RING TO’CONfIRM AVAILABILITY BEFORE ORDERING AS SOME SPECIAL OFFERS ARE LIMITEt-STOCK & 
SOME GAMES MAY NOT HAVE BEEN RELEASED AT-TIME O&|iU8tf0ATIONi 


I We are also Britain's largest mail 

ORDER SUPPLIER OF PLAYSTATION 

I GAMES. Please call for more prices! 



^?<Cut out this order form and post to: 

GAMEPUY, ENTERTAINMENT HOUSE, 


Item description 


Price 


Name:.... 
Address: . 


CIK)SS CHANCBLLORSIRST, LEB)6^ 1S6 2IG 

.Have you ordered before? Yes / No 


Postcode:.Signature: ... 

Tel:.Fax:. 

Cash □ Cheque □ Postal Order □ Card □ 


s ^ is 



£ 

1 


£ 

1 


£ 

1 



1 


£ 

1 

Optional express cheque clearance. If you are 


1 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 

£ 


CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE 


1 

Postage is FIttI for oil games shipped wilhiii the U.K. Dff D 


1 

Oolional NEXT DAY DELIVERY avoilable: £4.00 for 1 si ' ^' 

£ 


item plus £ 1.00 for eoch subsequent item. T/N V A 1 
Ove^Qs posloge ■ £2.50 per sohwore item. 1 w 1 r\L 

£ 

I 


Cheques payable to 'Gameplay'. 

Prices may be subject to fluctuation. E & OE. 


Card No. □□□□□□□□□□□□□□□□□□ Expiry Date Issue No. □□ 


SWITCH ONLY 





















































































































































CONTENTS 


WHAT’S IN THE HAG 


ISSUE FIFTEEN 



lilll 


Introducing the new took Total 64! Welcome to the bcggest, ortgncesc ana 
p>hatest 1164 magasine in the known universe! Hey, we felt it was time for a 

change and look what we've g«me «ul done...we've only redesigned the magaiine, 
that s what! Mot ohly does your new issue of Toial 64 look rather splendid, 

■' ■ you *ll also Hnd there s loads more mformatton on the pages and 

whcde sections have been totally revamped. We only hope 
that you like what you see and read. Confused? You ll find 
a complete explanation on page 46... ^ 


ikers of Waverace 64 comes another racing game, this time based on the 
ver hit the snow. Another classic, or a pale imitation of the real thing? 


arid of Ganbare Goemon and his friends. This Eastern delight has finally been given a PAL conversion 


Wetter than a weekend in Bognor? Not half! Time to put on your waterproofs 
as we immerse ourselves in Ocean’s wettest game ever! 


You’ve heard them beep, you’ve fed them, you’ve loved 'em — now’s your chance 
to do it all over again on the N64I Is there no escape? 


A timeless classic gets the N64 treatment. For many there will never be another game like it but 
does RoJbotron aim high or miss the target completely? 


H certainly been true in the past. Games such as Diddy Kong Racing and Mario /farf feature cuter-than-cute characters, 
B all rendered in only the brightest of colours. Even Nintendo’s attempts at adult games, such as Wave Race and 
PiJotWings, have been marred by this trend. With this approach comes the danger of excluding older gamesplayers and 
indeed, there were many who shied away from Mario 64’s overtly cartoon image and missed what many believe to be the 
pinnacle of gaming excellence. 

It seems that things are going to change. Over the last few months - and more so with this month’s batch of games - it 
has become apparent that Nintendo are taking a leaf out of Sony’s book and are now looking to a broader market, aiming 
^ a new crop of titles at a more mature audience. Could this have something to do with Rare’s outrageously successful 
and mature Goldeneye'^ Anyway, with the gruesome Turok ^, the ever-so trendy i080° 

Snowboarding and the dark Forsaken, developers are now trying to appeal to an older 
naturally someone with a larger disposable income. 


r gamesplayer 

There will always be games specifically aimed at a young audience but now, thankfully, it 
seems that us older players will be catered for. Let’s hope that this trend continues into the 
foreseeable future... 









CONTENTS 


ISSUE FIFTEEN 


The most eagerly anticipated game on the N64 is nearing completion. We’ve been to France on a covert 
mission to check out how it’s shaping up. We promise you that spying has never been so much fun 


The King and Queen of footie games is getting a makeover. How can Konami improve on the greatest football game on 
any console? Well we’ve been playing it and the best just got better... 


Stand aside Goldeneye, this is the fastest, most gruesome multiplayer game ever. We check out the latest on 
Forsaken, a game that promises to leave you breathless 


Yet another football game on the N64 — must be something in the air. Check out EA’s follow up to RTWC 


All the thrills of Gran Turismo on your favourite console - check out another racer 
battling for pole position 


raisonic 

MISSAN _ 


IMDU* 

C0CKf>|T 


Fancy yourself as a bit of a photographer? Well check out the latest and strangest game heralding from Japan 


Ed the alien is still on his campaign to clean up the planet and do battle with Grog the Hellish. Check out our new 
screenshots of this fantastic game 


After a long wait. Seta look like they’re finally going to release Rev Limit. Check out the details and new screenshots of 
this exciting and gorgeous looking racer 


Crash, bang, wallop! Three big beasties hit the N64 with a mighty great thwack! Cast your beady eye over this revamped 
arcade classic that will soon be gracing your beloved console 









US RELEASE 


E7Ai4 


April 1998 

1080 Snowboarding (Nintendo) 

Virtual Chess 64 (Titus) 

Advanced Force Pack (Mad Catz) 

Mystical Ninja Starring Goemon (Konami/KCEO) 
Iggy’s Reckin’ Balls (Acclaim/Iguana) 

NBA Courtside (Nintendo/Left Field) 

Wetrix (Ocean/Zed Two) 


May 1998 

Mike Piazza’s StrikeZone 
(GT Interactive/DevirsThumb) 

Forsaken (Acclaim/Iguana UK) 

World Cup ’98 (EA Sports) 

Bust-A-Move 64 (Acclaim) 

MLB Featuring Ken Griffey, Jr. 
(Nintendo/Angel Studios) 

Aero Gauge (ASCII) 

All-Star Baseball ’99 (Acclaim/Iguana) 
Deadly Arts (Konami) 


jHne 1998 

Banjo-Kazooie (Nintendo/Rare) 

Quest 64 (THQ/lmagineer) 

Mortal Kombat 4 (Midway/Eurocom) 
Off-Road Challenge (Midway) 
AcclaimSports Soccer (Acclaim/Probe) 
Flying Dragon (Natsume/Culture Brain) 
GEX Z (Midway/Crystal Dynamics) 

ISS Z (Konami/Major A) 


A nother month and yet more sumptuous pictures 
of Turok E\ As you already know, this instalment 
sets our hero against a rather large enemy, the 
Primagen, who is hell bent on taking over Turok’s world. 
Unfortunately for the Primagen, he/she/it has been trapped 
in a prison by five energy totems. Turok’s task is to kill the 
beasts that the Primagen has unleashed onto the world in 
an attempt to destroy those energy totems. Once Turok has 
protected the totems from attack, he has to find the keys 
that will allow him into the Primagen’s prison for the final 
battle. This all sounds fine and dandy to us - we quite fancy 
a bit of dinosaur killing. 

Iguana and Acclaim have been announcing all manner 
of details about this sequel and it sounds like things are 
going to be a lot more gory and a lot tougher. The new game, 
tentatively titled Turok Z: Seeds of Evil, will have features 
such as blood-streaked walls and drag marks, plus 
real-time lighting effects and enemies 


that are a lot faster and more intelligent. Also promised is 
a 'Movie Quality’ soundtrack and eight completely different 
looking games areas. 

However it gets better - much, much better; imagine 
playing Turok wWh three of your mates! Yes indeed, Turok 2 
will feature a number of multiplayer options, which will 
allow up to four of you to experience Turok’s world together. 
However, unlike other multiplayer titles you have a number 
of options available to you. Firstly, you can work as a team 
to slay the beasties that come into view, or you can choose 
to take part in the usual Deathmatch modes, where you all 
fight each other to the death. Lastly there’s also the option 
to play 'Frag-tag’ - a sort of more violent version of tag, 
where one player is 'if and has to search out the others and 
kill them. 

These modes sound particular cool and as you can see 
from these screenshots, Turok Z^ooks awesome. More news 
and hopefully a preview, coming very soon. T64 


/a B0D3© 


UBI ONE SO CUTE IT HURTS 

Great news for anyone out there who loves Formula One car racing; Those busy chaps at Konami have been at it again! Last month we reported that Konami were 

Ubi Soft is to make another racing game, based on FI. Having recently working on an ice hockey game, this month it seems they’re also working on a beat-’em-up. 

disappointed N64 owners with FI Pole Position, it looks like Ubi Soft Screenshots have been made available of their next title, Rakuga Kids. The style of the game 

are going to try to make up for it by creating the ultimate racing looks somewhat similar to the PlayStation title PaRappa the Rappa, with the characters 

game. Rumours are amok that the game, called FI Racing ’98, has being as flat as they are colourful. Apparently the game will somehow combine the art of 

already secured the FOCA license, which should mean that it will be fighting with graffiti - the mind boggles! There’s no news yet of a release here in the UK, 

the most authentic racing game on any format. but when we know, you will. 
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ow that the Formula One season is well under 
way, all racing car fans turn to their consoles 
in the vain hope that they, too, could drive just 
as well as the Schumachers and Hills of this world. 

Unfortunately the N64 has yet to enjoy that e><perience, 
as the only FI based racing game available on the market 
is the rather bland FI Pole Position 64. However, all that 
looks set to change as Paradigm (the creators of the brilliant 
Pilotwings) are working on an all new FI game. World 
Grand Prix. Their pedigree should assure that the game is 
nothing short of spectacular. 

From the early screenshots that we’ve seen, it certainly 
looks the business but best of all is the news that the game 
is not an arcade racer but rather a full blown racing sim. 
You’ll be able to race on all of the 17 Grand Prix circuits 
around the world, from Silverstone to Monaco, choosing any 
one of 27 drivers from the 1997 season. More than this, you 
make all of the decisions, from how much fuel you put 
into the car to the types of tyre that you use, the gearbox 



settings and even what wing 


configuration you wish to use. All of the 
other options that you expect from a 
racing title are there too, such as time trial, 
complete with a ghost car to enable you to race against 
yourself so that you can improve those lap times. There is 
even a cool two player-mode which allows you to go head to 
head with a friend. 

World Grand Prix isn’t due out until the summer but 
already it’s looking absolutely fantastic. The game has 
some of the best effects ever to grace the N64, such as 
smoke coming off the tyres if you lock the wheels and dust 
being thrown up into the air if you come off the track. 

All in all. World Grand Prix]oo\<s set to be the best FI 
game on any console, as one look at the replay mode will 
confirm. Forget your Gran Turismos- in replay mode this 
looks so real, you can smell the burning rubber. FI fans out 
there, get excited, as World Grand Pr/x should be hitting 
the shelves later this year. T64 


Mission; Impossible (Ocean/Infogrames) 
UEFA Soccer ’98 (Ocean/Power & Magic) 

02 1998 

Conker’s Quest (Rare) 

Earthworm Jim 3D 
(Interplay/Vis Interactive) 

Rev Limit (Seta) 

VR 3000 (Ubi Soft/Vivid Image) 

WCW Wrestling (THQ) 

jHly1998 

WWF: Warzone (Acclaim/Iguana West) 
Superman: The Animated Series (Titus) 
Cruis’n World (Nintendo/Eurocom) 
Robotech: Crystal Dreams (Gametek) 

World Grand Prix (Video System/Paradigm) 

September 1998 

NFL Blitz ’98 (Midway) 

Bio F.R.E.A.K.S. (Midway/Saffire) 

Buck Bumble (Argonaut) 

Extreme-G 2 (Acclaim/Probe) 

SimCopter 64 (Maxis) 

Space Station: Silicon Valley (Take-Two/DMA) 
Tonic Trouble (Ubi Soft) 

Turok 2 (Acclaim/Iguana) 

Twisted Edge Snowboarding (Midway/Boss) 


03 1998 

64DD (Disk Drive) (Nintendo) 

Blades of Steel ’98 (Konami/KCEO) 
Bomberman Hero (Nintendo/Hudson) 
Castlevania 3D (Konami) 

F-Zero X (Nintendo) 


REZPECT IS DUE... 

No, really, it is! Remember back in the bad old days, when your favourite games featured hi-res 
graphics. Well they’re long gone; you see the term *Hi-res’ has slipped into the un-trendy word 
graveyard and rests with words like 'ace’, 'groovy’ and 'fab’. Acclaim, who are responsible for 
this change, have this to say on the matter; 

"Hi-resolution graphics are a wonderful thing but really the word 'resolution’ is so 
boring and 'res’ is downright sleepy. By replacing the 's’ in resolution with a 'z’, well that 
changes the way folks view it.” So now you know. It’s all go in the wide world of the N64. 


ON HER MAJESTY’S SECRET SERVICE. 

Bomberman (in James Bond-like fashion) will return, in Bomberman 
Hero: Queen MiJian’s Rescue later this year. Queen Milian, the ruler of 
Bomberman’s home world, has been kidnapped by an all-round nasty 
piece of work. Expect more of the same blasting from ole’ Bomberman, 
with the cunning twist that this time our hero will be able to use a 
variety of vehicles in his quest — sounds cool. Hopefully, this will be a 
large improvement from the last N64 Bomberman title. 
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GT Racing (Ocean/lmagineer) 

Jest (Ocean/Curved Logic) 

Knife Edge (Kemco) 

Konami Hockey ’98 (Konami/KCEO) 
LastLegibn UX (Mindscape/Hudson) 
Legend of Zelda: The Ocarina of Time 
(Nintendo) 

Space Circus (Ocean/Infogrames) 

October 1998 

VR Pool 64 (Crave Entertainment) 

Fo>< Sports College Hoops ’99 
(Fox Sports/Z-Axis) 

November 1998 

Rat Attack (Mindscape/Pure) 
Roadsters ’98 (Titus) 

Rush Z (Midway/Atari Games) 

December 1998 

In-Fisherman Bass Hunter 64 (Take Z) 

04 1998 

Dual Heroes (Hudson) 

Duke; Time to Kill 

(GT Interactive/Eurocom) 

Groundwave (Cyclone Studios) 

Harrier Jet Sim 

(Video Systems USA/Paradigm) 
Legend of the River King (Natsume) 
Lode Runner 64 (Bandai) 

Looney Tunes; Space Race (Ocean) 
Milo’s Bowl-a-rama (Crave/Player 1) 
NBA In the Zone ’99 (Konami) 

NBA Jam ’99 (Acclaim/lguana West) 
NBA Live ’99 (EA Sports) 

Racer (Interplay) 

Rugrats (THQ) 

Shadow Man (Acclaim/lguana UK) 

1999 

Blues Brothers ZOOO (Titus) 

Caesar’s Palace (Crave/Player 1) 
Daikatana (ION Storm) 

Emperor of the Jungle (Nintendo) 



A dventure fans out there rejoice, for here comes 
Quest 64, a traditional-style RPG coming out for 
your beloved N64. In the game you play Brian, 
a spirited young fella who has a rather special ability to 
manipulate nature. For reasons that are unclear at present, 
our Brian has been given the dubious honour of protecting 
all of humanity. To do this Brian has a list of spells as long 
as an elastic snake; he can alter and control earth, fire, 
water and air to create much mayhem for his enemies. He 
will certainly need these skills if he’s to do battle with the 
Master Wizard, who has nicked the mystical volume of 
spirit tamers and is using it to plunge 
the land into darkness and calamity. 
Quest 64 is set in Setland Island, which 
is a massive 3D landscape that’s bathed in 
glorious colour. There are three countries 


on this island; Angulus, Stornis and Velagoon and in these 
countries you will find the usual fully-explorable mix of 
castles, villages, forests and towns. 

Everything’s looking very rosy indeed for Quest 64 at the 
moment. Graphically, the detail on the backgrounds and 
characters is excellent and we’ve been assured there are 
hundreds of characters, all of whom can be spoken to. One 
of the nicest touches in the game is the dynamic time element, 
including the way the lighting effects will alter as the day 
progresses, allowing you to watch the oncoming dusk and 
eventual night. 

Obviously there’s a lot of work to be done before this title 
arrives in the UK and therefore we have to reserve judgment 
until then. However if the game plays as well as it looks, we 
could be looking at yet another great game that will arrive 
just in time for the Christmas rush. T64 
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TOP GEAR CORE-BLIMEY! 

Do you get frustrated at the sight of Tiff Niddell driving all those lovely fast cars on Top Gear? Well Rumours are once more circulating that Eidos is about to announce 

fear not, Titus Software are developing a racing game that will put you in charge of some very lovely that it’s developing software for the N64. Although this has been 

motors. Entitled Roadsters '98, the game will allow you to drive cars such as the Mercedes SLK, BMW denied by Eidos themselves, word is that they’ve been working 

Z3 and the outrageously gorgeous Porsche Boxter. Since Titus were been responsible for Auiomobili on a conversion of the PlayStation hit. Fighting Force. The game 

Lamborghini, we at T64 are a little wary of this game. However, it isn’t due for release until later on is best described as being 'Double Dragon in 3D’. We’ll have more 

in the year, which should give them plenty of time to make it a cracker. details soon. 
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ROLL UP# ROLL UPl 


B ver on the look out for original material, Total 
64 brings to your attention Space Circus, a new 
title from Infogrames. In the game you take on 
the role of Starshot, the slightly odd-looking juggler. His 
mission is to turn the fortunes of the Space Circus when 
it lands on Earth. 

Our hero is a talented little chap who can jump, swim, 
run, throw stars and coolest of all, fly through the air 
(with the greatest of ease). 

On his quest Starshot visits seven different universes 
in which there are a total of 360 worlds, all of which are 
populated by a wealth of creatures from the 'Baywatch 
Babes’ to four-armed slug monsters and most bizarre of 
the lot, giant mounds of cheese! 


The worlds themselves are looking equally weird and 
wonderful, as well as incredibly colourful and detailed. 
For e?<ample, the first level is set on a tropical island - 
complete with mountains, trees and volcanoes - whilst 
another is set in the gravity-free domains of outer space. 

Details are fairly sketchy at the moment but we’re 
getting pretty excited at the prospect of Space Circus. 
Especially interesting is the fact that it promises to be a 
non-linear affair, where you are openly encouraged to 
explore the worlds in the order of your choice, with no 
set route or pattern to govern your progress. The total 
sense of freedom in the game is somewhat impressive 
and we can’t wait to get our hands on a preview copy of 
what could be one of the surprise hits of the year. Td4 


EA FEEL A LITTLE NEEDY 

It had to happen and indeed it has - EA will be publishing Need For Speed ///for the 
N64. Whilst this particular series of games has always been at least half decent, 
once more we don’t have too high expectations for this one, especially considering 
that the PlayStation version was not particularly impressive. 


BLUES POWER 

Titus have announced that they’re going to make an N64 game to tie in with the 
forthcoming film, Bluesbrothers ZOOO. That old thing called the rumour mill suggests 
that it will be a 3D action game. Little else is known about the title, apart from the 
fact that it’s expected to be released next year. 


Gauntlet 64 (Midway/Atari) 

Hercules: Legendary Journeys (Titus) 
Jungle Bots (Titus/Conceptual Realities) 
Koei Shooter (Koei) 

Harvest Moon 64 (Natsume) 

Nuclear Strike (THQ) 

Project Cairo (Crave Entertainment) 
Quest for Camelot (Titus) 

Road Rash 64 (THQ) 

Star Wars Prequel Game (LucasArts) 
Thornado (Factor 5) 

Xena: Warrior Princess (Titus) 
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64 GB Pak (Nintendo) 

Actua Golf (Interplay) 
Aeronaughts (Ocean) 

* Andretti Racing (EA Sports) 

Bio Tetris (Amtex) 

Body Harvest (DMA) 

Bottom of the Ninth (Konami) 
Buggie-Boogie (Nintendo/Angel) 
California Speed (Midway/Atari) 
Carmageddon 2 (Stainless) 
Command and Conquer (Virgin) 
Daikatana (ION Storm) 

Deadly Honor (TecMagik) 
Dear Blue (Konami) 

Donkey Kong Country 64 
(Nintendo/Rare) 

Dragon Storm (MGM) 
Earthbound 64 (Nintendo) 


April 1998 

Aerofighters Assault (Video System) 
Quake 64 (Midway) 
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May 1996 

Tonic Trouble (Ubi Soft) 


June 1998 

FIFA:World Cup (EA Sport) 
ISS Pro ’98 (Konami) 

UEFA Soccer (Ocean) 


July 1998 

Twisted Edge Snowboarding (Kemco) 
Banjo-Kazooie (Nintendo) 


August 1998 

Knife Edge (Kemco) 


September 1998 

1080° Snowboarding (Nintendo) 
F-Zero X (Nintendo) 

Kemco Puzzle Game (Kemco) 


October 1998 

Body Harvest (DMA) 


November 1998 

Zelda: Ocarina of Time (Nintendo) 


TBA 

Actua Golf (Interplay) 
Aeronaughts (Ocean) 

All-Star Baseball ’99 (Acclaim) 
Andretti Racing (EA Sports) 

Bio Tetris (Amtex) 

Body Harvest (DMA) 

Bottom of the Ninth (Konami) 
Buggie-Boogie (Nintendo/Angel) 
Command and Conquer (Virgin) 
Conker’s Quest (Nintendo/Rare) 
Cruis’n World (Nintendo) 
Daikatana (ION Storm) 

Dear Blue (Konami) 

Donkey Kong Country 64 
(Nintendo/Rare) 

Dragon Storm (MGM) 


NBA Pro ’98 (NBA In the Zone] (Konami) 
Mystical Ninja (Konami) 










nother month and yet another set of luscious-looking 
screenshots of Banjo-Kazooie. However, we have some 
bad news relating to this much anticipated release... 
You guessed it, it’s running a little late. Banjo-Kazooie was 
penned in for an August release here in the UK but alas it is not 


to be - we’ve heard that it won’t hit the shelves of your local 
games emporium until September. This is bad news for all 
concerned. However, as the game is made by Rare, we can 
only assume that this delay is so that when it does finally 
arrive, it will be something very special indeed. T64 


IN A FLUX GET SKATEBOARDERS OFF THE STREETS! 

Last year GT Interactive announced that they had bought the rights Do you remember the scene in Back to the Future part III, where Marty McFly jumped onto a 

to bring both Beavis and Butthead and Aeon Flux to the computer hoverboard? Whilst we’re still waiting for that particular device to be invented, we can 

screen. Now it can be confirmed that they’re working on an action console ourselves with the latest game from Human Software. Air Boarders ]ooks like a very 

shooter, based on the aforementioned Aeon Flux. Nothing much is interesting idea, combining all the aspects of snowboarding but without the need for the 

known about the title but we shall endeavour to find out more. white powdery stuff - expect some interesting backdrops and scenery. Little is known about 

the game, as Human are looking for publishers, so we’ll just have to whet your appetite with 
these screenshots. 
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WHEN THE COIN« «ETf TOUCH^^^ 


F inally, the news that you’ve all been waiting for: 
Nintendo are at last conceding that they’re going 
to have become a little more aggressive when 
competing against the likes of Sony and Sega. To achieve 
this they’ve decided to divide up the Nintendo market 
into three totally separate chunks: Japan, America and 
Europe. What this means for us N64 owners, is that Nintendo 
of Europe will have control of the Nintendo market here 
in Europe, having complete say over the marketing and 
distribution of N64 titles. This will give a free rein to NoE 
to actively seek to build relationships with third party 
developers, with the aim to creating a greater flow of 
games of the quality and standard of Goldeneye - which 
is a pretty exciting prospect. 

Already there has been a noticeable change of attitude 
from Nintendo towards third party developers - a fact 
which was highlighted when they invited them all to a 


meeting in Rome. This was similar to the type of event 
that Sony have been running to create goodwill between 
themselves and developers since 1995. Fortunately for 
us, over 75 senior representatives from 40 companies 
turned up - there is no doubt that developers such as 
Eidos and Psygnosis (who were represented in Rome) are 
showing a keen interest in the future software for the 
N64. Even if those two software companies alone started 
developing software for the N64, think of the exciting 
possibilities for the future - and there are actually 38 
other companies all interested in, or already developing 
N64 titles. 

With the PSX now into what could be called its Indian 
summer and some great titles such as Turok 2, Mission: 
Impossible, Banjo and Kazooie and Zelda on the way, 
the future for the N64 is looking very, very rosy indeed. 
Watch this space! T64 


E)@IOT [aiXSKIi IKb 


(GT Interactive/Eurocom) 

Earthbound 64 (Nintendo) 

FI Simulator (Video System USA/Paradigm) 
Flights of the U.N. (Video System USA) 
F-Zero X Expansion Set (Nintendo) 

Ghouls ’n* Ghosts 64 (Capcom) 

Hybrid Heaven (Konami) 

Kirby’s Air Ride (Nintendo) 

Konami Baseball (Konami) 

Legend of Zelda 64DD (Nintendo) 

Looney Tunes 64 (Ocean) 

Magic: The Gathering (Acclaim) 

Mario 64 II (Nintendo) 

Mario Artist: Picture Maker (Nintendo) 
Mario Artist: Polygon Maker 
(Nintendo/Nichimen) 

Mario Artist: Sound Maker (Nintendo) 
Mario Artist: Talent Maker (Nintendo) 
Mega Man 64 (Capcom) 

MLB Strike Zone ’98 (GT Interactive) 

N64 Basketball (Z-Axis) 

NBA Courtside (Nintendo/Left Field) 

NBA FastBreak ’98 (Midway) 

NBA Jam ’99 (Acclaim) 

NHL Breakaway ’98 
(Acclaim/Iguana West) 




W e already know just how great the graphics are on the N64 but take a look at 
these two pictures of baseball triangles - can you tell the photograph of the 
real ground from the All Star ’99 screenshot? We can’t either... T64 



Off-Road Challenge (Midway) 
Paperboy 64 (Mindscape) 

Pocket Monster: 

Pikachu Genki Dechu (Nintendo) 
Pocket Monster Stadium (Nintendo) 
Powerslave 64 (Lobotomy) 
Powerslide (Emergent) 

Robotech: Crystal Dreams (Gametek) 
Rampage: World Tour (Midway) 

Roto Gunner (TecMagik) 

Shadowman (Acclaim/Iguana UK) 
Sim City 64 (Nintendo) 

Spooky (ICE) 

Super Mario RPG Z (Nintendo) 

Turok I (Acclaim/Iguana) 

Twisted Edge Snowboarding 
(Midway/Boss) 

Ultra Donkey Kong Country 
(Nintendo/Rare) 

Yoshi’s Story (Nintendo) 
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■XCUmVI Temi M OP 

and enjoy a FRCC triai membership to Special Reserve > 
possibly Curope's larQest mail order company! 



When you take advantage of this fantastic 
FRCC membership to Special Reserve - 
exclusive to Total 64 magazine - you will 
be able to take advantage of great club 
discounts tike Ooicteneye 007 for t39.99 
- that's 110.00 below the Recommended 
Retail Price. But, when you purchase the 
game using the exclusive special offer 
form printed opposite, you wilt receive 
a further tS.OO off. That's a massive 
total saving of t15.00! 


HOW THE OFFER WORKS 

coiocwcrc 007 [RCCOMMCNDCD RCTAIL PRICC] t.49.99 
SPCCIAL RCSCRVC CLUB PRICC L39.99 

Lt.00 on THC SPCCIAL ROCRVC 
CLUB PRICC WITH 


ioni44 


YOU PRY ONLY £34.99! 








Nm 007 WlfM THIS 



Also, as part of your FREE trial membership, you will receive a fall-colour Special 
Reserve catalogue delivered direct to your doorstep, jam-packed with great video 
games, special offers and discounts like the ones listed below: 

Here are some examples of the great savings your FREE trial membership to 

Special Reserve will allow you to take advantage of... 

FiQHTERS OBMTINY RRP £49^99 

sraciAi Rifim 
MIMBirS MICR 

ISS PkO 64 

mClAl RIfIRVI 
MIMUrS PRI<1 


£44^99 
RRP £49^99 
^♦99 


W€W VS MWO RRP £54^99 

SPRCIAL RIfIRVI 
MIMlirS PRICI £44^99 

lYLAT WAES RRP £59^99 

fPICIAl RIfIRVI 
MIMlirf PRICI C49^99 


As a club member you will be able to make purchases from both the mail order hotline 
and from any one of the six Special Reserve Club Shops, dotted around the country. 


fPICIAL RIfIRVI cull fHOPf 

Special Reserve now have six high street Club Shops at the locations listed below. 
As a member you will be able to purchase games from any of these stores and 
take advantage of a price promise that guarantees the lowest prices in town, 
by at least fZ.OO! 


BRISTOL 

351 Gloucester Road (A38), 
Bristol 

Tel: 0117 9Z4 5000 


CHELMSFORD 

43 Broomfield Road, 
Chelmsford, Essex 
Tel: 01245 348777 


EGHAH 

168 High Street, Egham, 
Surrey 

Tel: 01784 473 444 


NOTTINGHAM 

164 Derby Road, Stapleford, 

Nottingham 

Tel: 0115 949 1000 


SAWBRIDGEWORTH 


UPMINSTER 


The Maltings, Station Road, 
Sawbridgeworth, Herts 
Tel: 01279 600399 


209/213 St Mary’s Lane, 
Upminster, Essex 
Tel; 01708 225544 


Please note: You can take advantage of the FREE trial membership offer to Special Reserve without 
having to purchase Goldeneye 007. However, you cannot take advantage of the £15.00 saving on the 
game if you don’t become a member. 

Current members will still be able to claim the £5.00 off Goldeneye 007b)/ using the form printed 
on this page. The £15.00 saving is based on the current Recommended Retail Price, not the Special 

Reserve Club Price. 


Price is based on the Recommended Retail Price 
Offer only to UK Residents 



This offer cannot be combined with any 
existing promotions currently being run 
by Special Reserve 


■OW TO UKIIVI yOUR 
miTMilL 
MIMIItfliV iUfO 
fAVI IIP TO #fS*00 ON 
wiMMayaoon 

Simply fill out the form printed 
below and return it, along with 
your chosen method of payment, 
to the following address: 


SPECIAL RESERVE, 

Total 64 OFFER, 

PpOp box 847, 
HARLOW, CM21 9PH 

OR... 

Fill out the form printed 
below and take it to one of 
the Special Reserve Club Shops 
to redeem the offer in person. 


Please send me my FREE trial membership to Special Reserve! 

Name __ 

Address __ 


Postcode :_Daytime Tel:_ 

I would also like to purchase Goldeneye 007lor £34.99 

SAVING A MASSIVE £15.00 OFF THE RECOMMENDED RETAIL PRICEI 

If already a member, please enter Membership No. here: 
Cheque/P.0/Access/Mastercard/Switch/Visa/Creditcharge 


Card Issuer :_ Switch (Issue NoJ :. 

Credit Card Expiry Date :_ Signature :_ 


Immediate cheque clearance. Cheques payable to: SPECIAL RESERVE 

If you have any questions regarding this offer or the services provided by Special Reserve 






































mission is to take the best possible 


skill and timing 


not to mention 


(as you can see from this selection of 




Lgcosee 
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screenshots) rather more cute than 
scary. Which may well be why Nintendo 
decided not to make this game an 
RPG or beat-’em-up but rather what 
is probably the world’s first...shall 
we say, photo-’em~up? Believe it or 
not, armed with only a limited amount 
of e?<posures and some apples, your 


photographs of Pocket Monsters as you 
traverse the countryside on either a 
raft, car or truck. 

This may not sound like the most 
interesting basis for a game, but it’s 
not quite as straightforward as you 
might suppose. Getting hold of those 
photographs is going to take a lot of 


getting used to the camera, it’s not ' 
just a matter of pointing the camera 
at the numerous Pocket Monsters and 
taking photos, that would be too easy 
and perhaps dull, in Pokemon Snap 
you’re going to have to work to get 
those photos, learning how to coa^ 
the animals into the most pleasing 














PUBLISHER: 


DEVELOPER: lilltf etido 


EXPECTED RELEASE DATE 


CG-fe 0 c^ximieiiuG=C ai&cLj cnD GeD0£<} Cfifcgrc 


FORMAT: 64 DD 


Simon King, the wildlife 
START photographer, has been on ^ ^ 

many a safari and often, as i \ 
i’ve sat watching in front of the TV, i’ve 
wondered whether I, too, would ever 
get the chance to photograph some 
interesting animals whilst on holiday 
in some foreign clime. The answer, 
in short, is no - but for me and anyone 
else who longs for a pleasant safari-like 
e?<perience, complete with camera, the 
wait until Nintendo release Pokemon 
Snap in Britain should be worthwhile. 

If you’re not familiar with the name 
Pokemon, then it might help to tell you 
that it’s short for Pocket Monsters, who 
are incredibly popular in Japan, having 
sold two million Gameboy games. Most 
recently you might have heard in the 
news about the episode of their kids 
television programme, which made 
children prone to epilepsy have fits. 

Apart from this one slight media 
hiccup, the Pocket Monsters ^ook set 
to take on the world with a number 
of 64DD titles that should be coming 
to a store near you, hopefully around 
Christmas time. Despite their name’s 
implication, the Pocket Monsters axe \ 

I 

THE lOWDOWN 




PUBLISHER: 

DEVELOPER: Mint«tldo 
EXPECTED RELEASE DATE: tBIl 
FORMAT: 64 DD 
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POKEMON SNAP 
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your picture and trying to make sure 
that the camera is focused correctly. 

Pokemon Snap looks set to become 
a somewhat esoteric title here in the 
West, which could be something of a 
shame. Here at Total 64 we can’t wait 
to get our hands on it, as it looks like 
it could be something rather special. 

In a world packed full of racing 
and fighting games, Pokemon Snap 
could at long last prove that the N64 
is the platform for new ideas and 
original titles. 


poses. To achieve this you have to 
lure them with your food, or play 
your flute to make them dance, whilst 
to make the flying monsters take to 
the air, you’ll have to throw rocks at 
bushes - elements which add to the 
depth of this game. 

If the basic idea of Pokemon Snap 
appeals to you, be prepared to be 
drawn into a very strange world and 
endure a lot of frustration, as you 
work out how to get those photos, 
whilst choosing the right angle for 
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TONIC TROUBLE 


ISSUE FIFTEEN 



has allowed the developers to let their 
imagination ran wild - there’s both a 
wonderful sense of humour and great 
variation in both the levels and the 
character design. It’s obvious that a 
lot of thought and care has gone into 
making the game look just right. 

Another interesting aspect of Tonic 
Trouble is the variety of modes of 
transport available to the little guy. 
Ed will be able to climb into a plane 
and fly through a lava filled canyon, 
sledge down the side of a mountain 


save Earth from Grogh the Hellish and 
his mutant hoards. The style of Tonic 
Trouble's gameplay is reminiscent of 
Mystical Ninja and Mario 64 but takes 
the genre a step further. The game uses 
detailed rendered graphics to realise 
the overall cartoon feel of the game, 
which is visible throughout its many 
areas of play, such as deserts, woods 
and mountains, to name but a few of 
the standard locations. 

From the screenshots here you can 
clearly see that this cartoon element 


up as king. It’s now down to our plucky 
adventurer, Ed, to right the situation 
and free the population of Earth from 
the despicable rule of the none too 
friendly sounding Grogh. 


' Once upon a time, there 
START ^tris nice little violet 

coloured alien called Ed. As 
he was flying past us, he accidentally 
dropped a canister of 'extraterrestrial 
goo’ onto planet Earth. This caused all 
of the humans and plants alike to 
mutate into all sorts of nasty and anti¬ 
social creatures. Meanwhile, another 
far nastier alien, known as Grogh the 
Hellish, took advantage of this situation 
and harnessed the contents of the can 
to take over the Earth and set himself 


Tonic Trouble is essentially a platform 
based action adventure game, where 
you get to control Ed the friendly (if a 
little clumsy) alien through a free 
roaming 3D environment, as he tries 
to regain the lost canister of goo and 


PUBLISHER: Ubi. Soft 


DEVELOPER; In-itOltlO 
EXPECTED RaEASE DATE; Sept * SS 
FORMAT; Cartridge 
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TONIC TROUBLE 
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jump at, and even attack 
you as they see fit. 

This super game engine 
has been put to good use on 
the whole game, not just 
the enemies. The APC, as 


it’s known, has also 

been used to enhance 

the backgrounds and 

make them an interactive part of the 

game. They will conceal short cuts and 

secret areas and there will be times 


The clever use of graphics doesn’t 
stop there though. With Tonic Trouble 
in mind, Ubi Soft have developed a 3D 


and skate across an ice covered pond, 
to name but a few. These variations 


of N64 gaming supremacy? Well, with 
a huge playing area and powerful 3D 


in the gameplay are obviously a fun 


integration tool, plus the excellent 


where parts of the scenery will be 


addition all by themselves but they’ve integration tool that actually raises the 


development team behind it all, this 
game sure to be a hit. Whether or not 
it’ll be big enough to defeat Mario 
64 is yet to be seen, but its success 
seems assured. 


movable, or even explosive. 

Needless to say, we’re all looking 
forward to the final version of Tonic 
Trouble. Will this finally be the game 
to topple Mario from his lofty throne 


level of Al in the computer generated 
opponents. This basically means that 
each character is an individual and 
will react differently to each direct 
action you make. They will run from. 


also provided a really good chance for 
Tonic Troublous developers to show off 
all the N64’s environmental mapping 
abilities, leaving PlayStation owners 
aghast and jealous. 


US N64/PlayStation bpecialists PSX Dual Shock ' 

ALL THE LATEST US GAMES - ANALOGUE Pads ^ 

IN STOCK NOW Lowest Prices m 

1080° Snowboarding, Mystical Ninja, Iggy’s Reckin’Bulls, NBA Courtside, 

^Forsaken 64, All-Star Baseball *99, Deadly Arts, Quest 64 IMPORT SPECIALISTS 

\ N64 Video CD Player - PSX Decode Chips call now 

' Turismo, Tekken 3, Resident Evil 2, Metal Gear Solid 

Controllers, Memory Cards, RGB Leads, Transformi^ 

K PlayStation & Games cm “ 

Also A»ailabir ^ ...GUARANTEED 

P/O/VffH DVD PLAYERS + FILMS NOW AVAILABLE 


TOSHIBA a. 


Pioneer DV505 - £399 


Nintendo Beanbag Characters 
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Seta s new car racing game 


dormant - here at Total 64 we hope that 


Rev Limit, as it has everything that 


Aside from this, all of the other 


START 


seems to have been in 


this is because Seta have been busy 


you’d expect from such a title. 


options that we’ve come to know and 



Li.\js LuJCjuAy Lulaj^Ll 


love should be in place, from time 
challenge to single race mode. The 
only black cloud-like object hanging 
over the game is that old problem of 


What sounds most interesting of 
all is the inclusion of a management 
option. How this will integrate into 
the game as whole remains to be seen 


working their little socks off, to make 
Rev Limit a gem of a racing game. 

As you can see from this selection 
of screenshots. Rev Limit’s graphics 


development forever, in fact 
we first reported its existence back in 
our very first issue. For some reason 
the game seems to have remained 


Displacement ' \ , £37£c« 

Kax-pai»er 280ps/60t(0iw 

MaK-toroue . O.SKifm/aSOOi'Dm 

Weight 1710tt^ 

Power weight ratvft 6. II «. 


29770*= 'i =■. 

280D* /730ftl1>m „ 
30.0Kxm/SMOfdl* 
1230 If i 


Oisplaoement 
max-power 
Max-toroue . 
Weight 

Power weight ratia 


19980C 

205 PS/StXWrpifi 
E8,Dk<m/4OOOr0m 
1200If 4 
S.8S 


Oisplaoement 


Max- torque 
Weight 

Power wal^M ratia 


speed - many reports have surfaced 
complaining of a lack of pace. Seta 
have been anxious to allay such fears 
and are going to (hopefully) address 
this problem. Quite frankly, we hope 
so to. 


but apparently you will be able to 
control the career of a driver, using 
the money they earn to upgrade their 
cars as necessary. Hopefully, if this 
is implemented successfully, it’ll be 
a welcome addition to the game. 


look gorgeous and everything you’d 
expect, with features such as the night 
time and rain effects looking nothing 
short of stunning. Anyone who is 
already familiar with arcade racing 

i 

games should feel right at home with 
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Marketing men (and women 
START of course) are wonderful 
things. Sometimes they try 
to sell you things so cleverly that you 
can’t imagine how life ever existed 
without the electric fluff remover or 
such like. Other times, however, they 
are less subtle and you can hear their 
thought processes like the sound of a 


who’s been to the cinema will have 
seen the odd trailer or two concerning 
an oversized reptilian creature named 
Godzilla. 'Eureka!’ shouts Midway’s 
marketing man, as he sits there trying 
not to spill his popcorn. 'Here is the 
perfect excuse to update a really old 
eighties arcade game that tentatively 
made its way onto a variety of home 
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rather loud wind-up clock - which is 


computer systems!’ 


Lizzie, a large Tyrannosaurus; King 


How Rampage will be received on 


rather the case with Rampage-. World Whilst this game is not actually a Kong (George) or perhaps strangest the N64 remains to be seen. It certainly 



Tour. Over the last year or so, anybody 


THE LOWDOWN 

PUBLISHER; W Interactive 

DEVELOPER: Midway 

EXPECTED RELEASE DATE; June ' 96 . 

FORMAT; Cartridge 


film license, it does contain certain 
elements that the film will include, 
chiefly oversized animals battering 
the living daylights out of buildings 
and any pesky humans that try to get 
r in the way. However, with Rampage 
] you also have the option of some 
three player action: you can choose 
to play as either Godzilla, I mean 


of all, Ralph the werewolf. 

To help you fulfil your destructive 
bent you’ll also find a number of 
power-ups, which include fire-breath, 
invincibility and the strange ability 
to transform your beast into V.E.R.N 
(that’s a Violent Enraged Radioactive 
Nemesis) an airborne nasty, capable 
of yet more devastation. 


won’t be the most innovative title 
we’ve seen, as it’s merely a souped 
up version of a rather old game. 
However, with sharper graphics and 
Rumble Pak compatibility, this could 
be a welcome addition to anyone’s 
collection - especially for people who 
enjoy a good old clobbering session 
with their mates. T64 
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MISSION: IMPOSSIBLE; 


PREVIEW 


CchmI monting Mr. Phillips...'' 

" €r, hello, this Is Nlch. If you 're going to get up 
today, then could you give me a call -1 want you to 
go to France tomorrow to see Mission: Impossible" 
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Cthan finds himself being 
questioned at the Ms I HQ 


' What, no mention of "This 

START tape will self-destruct in 
five seconds” I thought, as 
my answering machine came to a 
halt. Clearly though, it was time to 
act. With the memories of the Rapide 
party banging in my head and fuelled 
by a strange desire for aspirin, I soon 
decided that I really ought to get into 
the office and find out what the boy 
Jones was waffling on about. 

Sure enough it 
was true and I 
found myself 
dragging my 
most unhappy 
carcass out 
of bed 




t 



THE LOWbOWN 


PUBLISHER: Infogrames " 
DEVELOPER: lu-houso 
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All right Hunt, enough It enough, 
the eutgAhoe if agelnst you. 


He is wrongfully accused of 
being a mole 


with a tentative date of September in . 
the US. They have accepted that there 
has to be a cut-off point, when all 
research and development comes to a 
halt and the game is finally allowed to 

be finished and from what we’ve seen, I 

% 

it will have been well worth the wait. 

Probably the first question that’s 
on everybody’s lips is whether Mission: 


the very next day at 5:00am, to fly all is Arthur Houtman. He has been 

on the world’s oldest aeroplane to 
Birmingham. After that I had a short 
flight on BA 8300 and then one hour, 
forty-five minutes later, I found myself 
in the French city of Lyon. Then, after 
a short taxi ride, I was there, standing 
outside the building that houses the 
Infogrames offices. 

...the wfioie fteorm aft lawfagmmes 

are commiftfteift fto this game in a way ftliaft 
seems aftypicaft of the games imtustry 


the game’s production director for 
the last sixteen months, bringing it 
over from the United States to France. 
Arthur positively enthuses about the 
game at any given moment, usually 
at great length. You can be assured 
that the whole team at Infogrames 
are committed to this game in a way 


Impossible bears any relation to its 
other cinematic espionage-based rival. 
The answer, both from Arthur Houtman 


that seems atypical to the games 
industry. Put simply, it’s obvious that 
they really do want to make Mission.- 
Impossible the best title on the N64. 

This, as Arthur Houtman explained, 
is one of the reasons for the lengthy 
development time. However, we have 
finally been promised that Infogrames 
intend to release the game this year. 


Infogrames are one of the most 
exciting N64 developers around at the 
moment. They have more great N64 
games on the way than, well, anyone 
else that you could care to mention. 

However, there was only 
one game on my mind at 
that moment, the one and 
only. Minion.- Impossible. 

When you walk into the area 
designated for the development 
of Mission: Impossible, you can 
immediately sense that this is 
going to be a really great game. 
The first thing you hear is the eerie 
sound of the now familiar musical 


and myself, would.^lefinitely be an 
unequivocal 'No.’ Whilst"Go/deneye 
did have some spy-like qualities to' 
it, on the whole the main thrust of 
the game was purely shoot-’em“|ip: 
based. Mission: Impossible is rejlly ; 


- the whole floor simply throbs with 
the sound of it. 

There are 21 technicians currently 
working on Mission: 

Impossible - the ^ . 

driving force ^ \ • f 

behind it 


22 I total 64 











The sniper level, set In a London 
train station ~ / 


Ethan chasing after a mole, whilst 
. Jy I avoiding enemy fire 


time Ethan’s planting a bomb 


A later part of the Embassy level, 
when Ethan gains access to the 
restricted area and has to shoot 
crates to make his way through 


Embassy scene with Ethan disguised 
as a waiter 


This picture has got us all baffled 
here at Total 64 - looks 
Interesting though... 


Gunboat action! 


PREV EW 


somewhat different. It is objective 
based, with the emphasis placed not 
solely upon killing off your enernies 
before they can kill you but on some 

[ more realistic espionage activities - 
think of it as a spy sim. 

I Infogrames are anxious to point 
out that Mission: Impossible will be : 
a more cerebral challenge, more so 
than any other game on the N64. If 
the idea of playing the kind of game 
that actually makes you think a little 
worries you, fear not, as Infogrames 
are working to ensure the learning 
curve is set at exactly the right level, 
so that anyone, of any age, will be able 
to play the game. 


Mission: Impossible agents. This task 
will involve you in interaction with 
a number of people who are guests 
at the party. 

Ethan is disguised as a waiter and 
must converse with another agent - 
but only when they are alone. Whilst 
mingling with all the party goers, he 
must also avoid being termmated by 
another spy, who will only strike when 
the two of them are alone. To further 
complicate matters, whilst all these 
scenarios are being played out, Ethan 
must also negotiate and adhere to a 
certain number of given objectives. 
Fortunately, not all of these tasks will 
need to be completed and it’s not 


YOUR MISSION, 
SHOULD YOU 
CHOOSE TO 
ACCEPT 

Mission: Impossible eventually 
feature a minimum of twenty separate 
missions - at present it has not been 
decided whether that figure will 
include some bonus missions or not. 
Of those twenty, seven are now up , 
and running, and it has to be said I 
that they are looking and sounding 
pretty stunning. Each of these will be 
■ introduced by a cinematic sequence, 

? featuring the now infamous tape, 
that will indeed self-destruct in a 
timespan around the five second mark. 


What truly separates Mission-. 
Impossible from any other game on 
the N64, is th© fantastic combination 
of genres it has achieved. Taking its 
cue from both the recent film and the 
cult television series, Infogrames have 
created a game that blends action 
and adventure, in such a way as to 
provide the ultimate challenge for 

S -'ny gamesplayer. 

The first and most complete level 
of the game is set at an Embassy 
party. This particular scene is lifted 
directly from the movie and the main 
objective of this section is to try to 
get access to a restricted area, so that 
you can rescue one of your fellow 
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Station 


RCCOVEP NOC tIST 


You ar» oa {luest list for ttio 
Russian errtbatsy funotion In pragu* 
Thai’ii v/hare candio* Parker anci 
possibly Oarnes are being kept 
prisoner, ipsiae you win make 
contact with agents Daules and| 
Harmon. They have already 
infiltrated the emoassy and should 
; provide useful information and 
eoulpment. smoke generators win 


Your rmission briefing 


necessary to do them in any specific 
order, although some are vital. For 
example, the only way for Ethan to 
gain access to the restricted area of 
the Embassy is by his assuming the 
identity of one of the Ambassador’s 
aides and consequently, to do this 


you must obtain the Pacemaker from 
Sarah, the other Af.-/agent at the party. 

Another objective is to covertly 
plant smoke bombs^at the Embassy. 
Again, you do not have to do it, but 
eight stages later when you have to 
escape from the building, you’ll b^^ 


glad that you did. Of all the levels 
that were shown to us, it was this 
particular level tha| seemed to adhere 
most closely to the^original intentions 
of the Mission: Impossible game brief. 
It had an incredible atmosphere and 


a real intensity dhat I guess would 


Who says thera Im' t any kiiUm9 
in Hfissioft: Impossihlo? 


Stay out of the s|>otli9hts if 
you >e to avoid detection 


One of the mcssirons cs set 
in 90od oid Cngiand 


Cven when you fait, it 
stiii looks 9reat 


bear some relation to what it \^u1^ 
be like to be areal spy. 

Originally, Arthur Houtman told us, 
the whole of Mission: Impossible v^as 
going to be composed of sections such 
as the first one, but it v|as decided 
that for variety’s sake tt^y wanted to 

'm m m. m 


We don’t want to give too much away, as that would spoil your fun but here, for your viewing pleasure, is a 
walkthrough of some (but certainly not all) of the sections of the Embassy level 


...when you've solved that problem 
(hee, hee) he will come down 


The Embassy 


Hurrah, it’s Ethan, the hero 
of the game! 


Now get the Aide to drink it 


But to get him downstairs, the pianist 
will have to play another tune... 


And he’ll dash off to the loo - 
you’d better follow him 


Knock him out, but watch it - 
there’s a lady in the loo... I bet she’s 
not a nice person 


As you mingle, you get a warning 
that someone’s out to get you — 
better watch out 


Next you have to find the poison 


You go to the bar to ask after the 
Ambassador’s aide 


Find Paoemii^/ , 

Find Naufii»«r pc^der 
Find Drink ! ! : 

Place smoktii penerators 
Assume Ambassador's Aide's l.D. 
Access restricted area 


I 




Your list of objectives 



































PREVIEW 


MISSION IMPOSSIBLE 


ISSUE FIFTEEN 



^ ^ ri 


WK^ ;' 1 

■^-^*11/ 





Fff 



MiiiMiiljl 






















Mission: Impossible will feature some some of the best looking animated Intros ever to grace the N64 


Although not running at the moment, this will be an animation In which 
Ethan will be given one of the famous self-destructing tapes 


Another animation that was not working at this time, doubtless It 
highlights an Integral part of the story 


Ethan (possibly) chasing after the mole and catching him? 


This one was up and running and showed Ethan receiving his 
mission brief In the park 


to use enemy weapons 
that you pick up along the way, but 
they are noisy and will attract even 
more bad guys to your whereabouts 
- not a good idea. 

All of your standard Mission: 

Impossible firearms come fitted 
with silencers, and obviously it is 
preferably to use these at all times 
so as not to attract attention, but 
you can’t shoot everyone. So, if 


Shooting searchlights can be trichy but ybur enemies won't 
\ be able to soe you if you pull it,off 


you can’t kill everyone, you are left 

with one option: lo use stealth and 

only exterminate th^e enemies that 
\ 

you have to. This might^sound a little 


unusual for all\you violence loving 
gamers out there, but it does work 
brilliantly. Imagine living the life of 
a raal-spy, never-waiting to draw 


n* tabi» bthiritl 
door behind Is 


fviv eofuipment i« 
that window, anti 
open I 


One of the perhs of being an 
M:f agent is the traveiiipg 


.but all of his equipment is 
behind the window 


Mass destruction is on the 
cards with the gunboat 


0 © 

© 
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Throughout Mission: Impossible 
you will find all manner of different 


Defter try tne silent approach 


genres have been cunningly worked 


into the game. For instance, on one 
^evel (one of the few that you actually 
do not play the game as Ethan) you 
must take on the role of two snipers^ 
Positioned at a vantage point high 
up in Waterloo station, it is your 
sA . job to protect Ethan by shooting 
the henchmen that are 
^ trying to kill him. 

There’s also a level set 
on a gunboat where 
you must travel down 
a river, shooting the 
enemy installations 
as they try to sink you. 
Fans of the film will 
also be pleased to know 
that they will be able to 
recreate that famous 
moment when Ethan tries 
to gain access to the 
computers in the Mission-. 
Impossible headquarters, 
by being lowered down 
on'ja rope through an air 
conditioning duct. If 
you’re looking for some 
variety in your games 


your ability to outwit your 
opponents. That said, action 
fans shouldn’t worry, as you 


The real joy of playing such levels 
is not the potential for killing, but for 
succeeding. Once you’ve got used to 


attention to yourself. Imagine being 
on a mission where you are vastly 
outnumbered and have to succeed 


When yen get used, to a, more stea,lth~like, 

npproissh, you 'll be able to impress your 
mates with your ability to outwit opponents 

adopting a more stealth-like approach 
to completing your missions, you’ll 
be able to impress your mates with 


will also find there are plenty 
of opportunities to use that 
trigger finger. 


[against the odds with only your guile 
to keep you alive - after all, this is 
supposed to be an impossible mission. 


Ethan, Dowey hare, take care not to 
jump on the patforms to late or y ou *ll 
hit the wall. 


Darn, toxio aatf 


It 's always handy to have a 
9etaway man on your team 


During the game you will he 
given Info by your colleagues 


When stealth falls, you can 
V always use your fists... 
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RADAR 


DETONATOR 


PACEMAKER GAS INJECTOR 


COMMUNICATOR 


SLEEPER DART 


! V. 

■■ ^ i 

Specialist in organizing 
smooth getaways, 
i jack’s always been 

I very accurate on 
{timing. There’s no one 
iwe can trust more to 
get us home safe. 

1 j UA 

; 1 
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the game Is mcredible; the original 
theme music is a timeless classic but 
the incidental music, especially the 
drumbeats, engender tension and 
atmosphere in the game incredibly 
well. Considering this is a game that’s 
yet to be completed, you can see that 
as Infogrames begin to tighten and 


One of the rhost impressive aspects 
of the game as it stands is the music. 
Rather than following the lead of 
Goldeneye, with its modern version of 
the original Bond theme, Infogrames 

have decided to opt fon.music that is 

\ 

more akin to the sound of the sixties 

\ 

television programme. The effect on 


game is already looking pretty special, 
with some very nice effects. There are 
sections which are looking a little 
plain at the moment, but when the 
game is complete, we are assured 
that it will look even better. If anyone 
can improve the general look of the 
game, then it’s Arthur and his team. 


then Mission: Impossible should be the 
title to deliver this, and Infogrames 
still have another thirteen levels to 
complete. Excited? You should be... 


Both graphics and sound are still in 
the 'tweaking’ stage, however the 


Tell us a bit about these gadgets - which ones will Mission: Impossible has been compared to Goldeneye, 
Mission: Impossible feature? what are the differences between the two garnes'?..^ J 


Without a doubt. Mission: Impossible is one of the 
most anticipated games on the N64. What are the 
most interesting aspects of the game and more 
importantly, why should we part with our hard- 
earned cash to buy it? 


We are closer to^spy simulator than a shooter s for] 
example, in MissiontImpossible, when you’re £ut-1 
numbered, the best thing might be to avoid contact 
with the enemy as much as possible. Than there is 
the third-person view, which gives you a much more 
cinematic gaming experience^ 


le of the most famous M:l gizmos is of course the 
f^cemaker, which lets you take on other characters’ 
identities. The explosive chewing gum will be used, 

I think that there is nothing out there as well as some other high-tech spy devices, such as 
that you can compare it to. There’s^a .^.inigjitv^w glasses. 

1 ’ 


new mix of adventure/action/arca4e 
which is well balanced and quite 
unique. All that is well blended into 
^ the Missio n^Impossible style, 

with lots of fun-to 


Rumours have suggested that in one scene you have 
to beat up a waiter and disguise yourself as hjrn/ft^is 
sounds like a pretty interesting idea i|[ell us p-little 
more about it. r 


no actual killi; 


ing in 

be ab]e to dispense 
of blpw-pipes, stun 
guns and hand-to-hand combat. Surely as a spy, Ethan 
should have the odd lethal weapon at his disposal? 

I don’t know about the waiter but yes, the facemaker After all, shooting people, like it or not, is pretty 
is needed to succeed in some of the missions, as taking popular on console games, 
on somebody else’s ID lets you get into places that 



/ 

Ethan has no access to. You will have to find the right 

guy to make the mask of, however and as the mask 

melts, your time to use it is limited. 

Having said that we think of Mission as being a spy 

simulator, we have to admit that being a speciaf " ' 

agent is a very risky business and people do get hurt. ^ 

One angle that’s important is that violence just for ^ 

28p 







t.«t« f«#; my r«d«f device, 
communioetor. and nicm power dart 
sun. Yes, I tnink rd better take them 


MISSION IMPOSSieiE. 
©Paramount Pictures All Rights Reserved. 


its release later this year. We’rei^retty 
excited here\at Total 64 - our fears of 
a cheap Goldeneye rip-off have belin 
finally put to rest. Mission: Impossibne 
is going to be brg - not because of ^ 
the hype, but because it’s looking as 


real life. Once this is fully working, it 
will be possible to avoid many of the 
confrontations with your foes, rather 
than simply bumping into people % 
certain points of the game.:- % 

However, there is little doubt that 

V- 

when the game reaches the shops alr^ 
these minor points will be a distant 
memory. Arthur Houtman is a guy who 
is extremely honest about what needs 
to be altered in the game, > 

because he kndws what the 


are very keen to make the game as 
playable and satisfying as possible. 
With the few levels that were then in 
operation, it was also difficult to see 
how all the levels and the sub-games 
would fit together to make a coherent 
structure, especially as the game is 
not just a simple rehash of the film 
but rather an attempt to create the 
feel and essence of Mission: Impossible 
in its many forms. It is also clear that 
the enemy characters* Al is going to' 
have to be looked at. Infogrames are 
now hard at work, trying to make the 
enemies react only to things that they 
would actually be able see or hear in 


tuck. Mission: lnipossible^\}])f has 
the potential to be one of the all-time 
classics for the N64 - perhaps even a 
benchmark title for other developers 
to take notice of.s 


BUT WHAT'S IT 
UKE TO pum 


though it will be absolutely fantastic. 
Ivlore reports when*we get more news? 
You betcha! 


Having played the game, I found it to 
be an incrediblyjinvolving and tense 
affair. Th4re are; certainly aspects 
that have yet to be fully realised. For 
example, there i^ little in the way 
of a definite learning curve in the 
game, which is at present one of the 
chief concerns at Infogrames. They 


N64 is capable of and he’s 
certain he’ll get everything 
that he wants to see in the 
game working, in time for 


will not be-T-ewar4ed, as it-wou44-be 


-V'iolarMie'.s sake 


I won’t j-ell you to(^much about the-fexact way ttiat it 
will work, as I think it will be' fun to find out in the 
game. What I will say is that as you play, the situation 
changes and the way you thought you would achieve 
an objective will have to be thought out differently. 
The use of your grey cells will depend on the difficulty 
level you’ll be playing at as well. 


in a shoot^. But Ethan w,ill have al^l kiT)^^ weapon? 
at his disposal, like naus^ powder, a blowpipe with 
sleeper darts, a 7.65 with silencer, a pocket rocket 
launcher or even a gunboat with double barrelled 
four in^h canons ! 


mixture of Tex Avery meets 
George Lucas and than there 
are several games 
featuring the Loony Toons 
in the making. 


How much will Ethan work with his other operatives 
in each of the missions throi^hout the game? 


Orfe of the most popular aspects of Goldeneye was 
the ability to play in a head-to-head mode. Will 
there be any options availab]e for multiplayer action 
in Mission: Impossible^'^M 


Mission: Impossible 
has been in 
development for what 
seems like forever, can you 
^tell us when you will be 
releasing it? 


Tht| is a very important aspect in the game, as in 
^Myimission you have a team. Ethan, being the poin 
ma|/sometimes has to provide the team members 
with objects so that they can get on with their jobs. 
Sometimes they’ll have equipment for Ethan and 
sometimes the player even switches to play one of 
the team to give Ethan a hand. " ^ 


No, sorry ~ a head to head deathmatch does not fit 
Mission: Impossible and there is no multiplayer mode. 


We are looking at a launch at the E3 show in Atlanta at 
the end of May, then in the US shops at the end of June. 
1 don’t know when the Australian launch has 
I been planned for but probably soon after. 


Tell us a little about any of the other titles that 
Infogrames are currently developing for the N64. 


Clearly Mission: Impossible is not going to be just 
another shoot-’em-up. However, can you tell us a . 
little about the type of challenges and puzzles that 
Ethan will encounter in the game? .' 


You’ll soon find out about Space Circus, 
which some people already refer to as a 
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With the 1998 World Cup just round the corner, it seems as if Just 
about anyone who knows how to string two pieces of code together 
is releasing a football game. But then we know which is going to 
be the best...or do we? 




KONAm 


/ Ask any N64 owner which is 

START their favourite football game 
on the N64 and their answer 
will almost certainly be International 
Superstar Soccer 64. In fact, this game 
is so great that it has crossed over the 
boundaries into both the PlayStation 

THE LOWDOWN 

PUBLISHER: Konami 
DEVELOPER; Konami 
EXPECTED RaEASE DATE; TBA 
FORMAT; Cartridge 


and PC areas of the Rapide offices, 
wiTh members of their respective 
magazines begrudgingly admitting 
that International Superstar Soccer 64 
is the king of all football games on any 
format (ha, ha). The original /Ji" was 
responsible for many a late night here 
at Rapide Towers, with the T64 boys 
taking on all comers and yes, we won 
all the time. Almost. 

So, imagine our delight when we 
heard a second ISS game was about 
to be released for the N64 - we almost 
gave up collecting comedy turnips 
altogether! With such an illustrious 


Despite losing 4-1 with only seconds to go, the German striker 
thinks his side still have a chance... 


predecessor (dare I say perfect?) how 
could Konami make it any better? 
Well, that’s e><;actly what they have 
done. Let us e?^plain... 

"YOU'VE COT TO 
Miff THEM TO 
fCORE fOMETIMEf" 

You may be thinking judging by these 
screenshots, that the latest incarnation 
of ISS does not look a great deal different 
and, in graphical terms, not a lot has 
been changed. That said, the already 


fluid animations of the players have 
been polished and been expanded 
on: one notable improvement is that 
players now visibly slow down, rather 
than coming to an abrupt halt. The 
main improvement here has been in 
the speed and clarity of the player 
movement but not much has changed 
graphically. No, the main improvement 
lies in the actual game mechanics. 

One of the major criticisms of the 
original was that it was just too easy, 
once you’d had enough practice, to 
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Yhe full-time result screen 
shows you lots of stats... 


A few new options have been 
addeil to fSS '98 


A new feature in ISS '98 
is the inclusion of 
different player heights. 


Now make your player 
right or left footed, or 
evenly skilled with both 


Finally you get to assign 
skill points to different 
areas of his game 


PREVIEW 


The new 'arrow' allows the 
player to adjust the trajectory 


. 

fSS '98 promises to offer even 
experts a new challenge 


A handy measurement is 
displayed on free kicks 


All the old features have been 
given a graphical overhaul 


dribble the ball from one end of the 
field to the other. In other words, 
tackling was more difficult than it 
should have been. This aspect has 
been totally changed and it’s now a 
far more simple task to win the ball 
off a player in possession. But this is 
not to say that it’s impossible to run 
with the ball, far from it. 

All of the original 'special’ moves 
have been retained and a few brand 
new ones have been added as well. 
For e^;ample, you can now feint a 
run (the player looks like he’s going 
one way and then goes the other) 
which is an excellent way of fooling 
your opponent. The improved tackling 
has the affect of rewarding players 
who adopt a passing style of game 




and definitely makes for a much 
more satisfying game of football. 

"♦♦♦LIKE A 
PREDATOR ABOUT 
TO DEVOUR 
THE TAROET" 

Another problem with the original ISS 
was that once you’d discovered the 
'soft goals’, it was just far too easy 
to score. This has been completely 
changed and as far as we could tell, 
Konami have eliminated all of these 
so-called 'cheap moves’ and made the 
goalkeepers better. Better, we hear 
you ask? Yes, although the goalies in 
ISS 64 were probably the best ever seen 
in a video game, they are now even 
more alert and also have several new 


8f f 0 Ct Option 


moves. Probably the most radical 
change is that they are now able to 
punch the ball out of the area. This 
can obviously have two effects - if 
your keeper is good, then the ball can 
be cleared well out of danger but if 
he’s a bit poor there’s a good chance 
that he’ll miss a punch and so gift a 


goal to the opposition. More realism 
than ever before? We think so. 

A number of controller changes 
have been implemented too, which 
improve the almost faultless control 
system of the original. It’s a lot easier 
to curl the ball: you now press the 
trigger button and then press left or 


i DON'T THINK THERE'S ANYONE 


hi mi:! 






ISS '98 offers you the chance to completely edit a team, right down to the 
players themselves - you could become England’s star striker. If that’s 
what you like to do... 




9 1 % Q 
19 9 1 


First decide which 
position you want your 
player to play in 


Next, give the player 
a name... 


...then decide what he 
looks like — there are 80 
faces to choose from 
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INTERNATIONAL SUPERSTAR SOCCER '98 


AlthoHQh Konami were not allowed to use real players names. 
It doesn't take muck to work out who they 're supposed to be... 


overall performance but if you select, 
say Gareth Southgate (allegedly), team 
morale will not remain as high and 
performances will drop. 

Other gameplay tweaks include a 
less potent through ball - let’s face it, 
it was far too easy to use in the original 
- plus the more intelligent computer 
controlled teams and a new feature 
which means that the weather directly 
affects your players’ condition and 
performance. If, for example, you’re 
using a European team and are playing 
in South America, then the players are 
going to tire more quickly. Likewise if 


you’re using an African team and are 
playing in the snow, then your players’ 
form could be affected. This adds a 
whole new dimension to the idea of 
having a home advantage and brings 
the tactical side of football to the fore. 

"SUCH A POSITIVE 
MOVE BY URUOUAY 
- BRINOINO TWO 
PLAYERS OFF AND 
PUTTINO TWO 
PLAYERS ON" 

Konami have not let us down here 
either. If you remember, the original 


m. 


ewr i# Hux '■ 


For all you football nuts out there, ISS *98 offers an almost unimaginable number of options 


for you to play around with... 


TEAM FORMATION 
Not only does IS5 *98 give 
you loads of pre-set 
formations but there is also 
an option to make whatever 
formation you want 


STADIUM SELECT 
Apart from the original ISS 
stadiums, you get another 
four to choose from - three 
of which feature in this 
year’s World Cup 


"ENGLAND WERE 
BEATEN IN THE 
SENSE THAT 
THEY LOST" 

A motivational factor has been added 
too. You now have to select a captain 
before the start of each match and your 
choice will affect the performance of 
the other players in the team. Selecting 
a born leader or a player the others 
look up to will improve your team’s 


MAIN SCREEN 

From here you can choose to 
play through an International 
Cup, which is really the 
World Cup in all but 
the name 


HANDICAP SCREEN 
Before each match you’re able 
to 'handicap’ one of the 
teams. You can change the 
fitness of the players and the 
strength of the goalkeeper 


TEAM TACTICS 
The main purpose of this 
screen is to substitute players 
and change your team’s 
tactics but you can also assign 
kick takers and a captain 


A dejected goalkeeper 
realises his mistake 


right on the control stick. This after 
touch is a lot more pronounced and 
is therefore a lot more effective for 
free kicks and corners. 

Dead ball situations have been 
changed too, with the old flat arrow 
along the ground replaced by one 
which shows the trajectory that the 
ball will take. This can be adjusted, 
so it’s possible to be more accurate 
with free kicks and corners. Don’t 
worry though, this doesn’t swing the 
balance in favour of the attacking 
team, as your defensive wall can 


One of the best things aboiit ISS 
Is the sheer wealth €»f options 


now jump in order to block any free 
kicks that might be hit too close. 


Kftfkdly 
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INTERNATIONAL SUPERSTAR SOCCER '98 
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Thai famous Scottish striher. Bitty McKim, is cautioned by the 
over-protective ref 


should give you something e>;tra to 
get youT teeth into. 

International Superstar Soccer '98 
has taken on a seemingly impossible 
bTief: to try and improve upon the 
most addictive and playable football 
game in history. What we’ve seen so 
far, from an unfinished version, is 
that the developers have already gone 
a long way towards achieving this. 

With the refined playing system 
and even smoother graphics, some 


ISS 64 had an option to let you change 
your in-game tactics by a simple 
press of the trigger button and one of 
the C-buttons. Different tactics were 
assigned to the buttons (obviously you 
could have four) and these ranged 
from an off-side trap to all-out attack. 
You can now choose from 16 different 
tactics and take six of these into play. 
The secret of mastering ISS was to 
learn how to use this function, so for 
those of you with the original, this 


When you bring on a substitute, an official holds up an 
electronic number board - just like the real thing 


done it again. But then remember, 
there is competition on the way from 
Electronic Arts with their official World 
Cup license... T64 


all-new commentary from Tony Gubba 
and a massive total of 54 teams to 
choose from, it really does look like 
those football-crazy Japanese have 





Internortionfirl Superstar Soccer ' 98 hns taken 

on a seemingly impossible taskr to try and improve 
on the most addictive and playable football game in history 






Dominn 


The replay lets you view the 
goals from almost any angle 


The Brazilian centre forward 
finds a novel way of dribbling 


Changing the camera angle gives you a closer view of the action 
but can make it more difficult to play 






PREVIEW 


The 9 aiMe begins, there is carnage ahead. For the victor there is 
honour and the spoils of battle but for the vanguished, there cs 
pain and humiliation -* failure is not an option for the Forsaken 


This is the options screen 
makes interesting reading. 


the god of hell fire and I 
bring you... Fire! 


First person perspective 
START shoot-’em-aps are hardly 
rare these days, what with 
Doom, Duke Nukem and of course, the 
thoroughly impressive Goldeneye, all 
on the N64. The genre has been well 
represented on other formats too, most 
noticeably the PC. It seems somewhere, 
deep down, all of mankind feels the 
need to slip into someone else’s 
psyche, take on their persona and 
then blast the life out of every kind 
of scum there is for an hour or two - 
before reverting back to a peaceful 
lifestyle. So where do you go when 
you need a completely new look on 
an established genre? Ask Acclaim. 


I have the target in my sights and it presents no significant 
problem... hold up, someone's nicked my wheels! 


picture. You’re one of the mercenaries that you can go literally anywhere - These tunnels have been gloriously 

who will be scouring the underground if an area is visible, then you can texture mapped and the graphics are 

ruins of planet earth, destroying long go there. You’ll be one of fourteen smooth and fast. Each set of tunnels 

forgotten security drones and fighting mercenaries, fiercely battling your has its own defining features, which 

it s very rare to finct yourself spinning 

off to a fiery death, purely because you ve 
pressed the wrong button at the wrong time 

way through the beautifully designed vary enough to create a believable 

levels, which are made up of many environment - there’s none of the dull 

tunnel based mazes that branch in monotony of some other first person 

every direction. blasters here. 


THE STORY 
SO FAR^«4 


other looters, in an attempt to avoid 
becoming... Forsaken. 

Forsaken places the player in a 
true 3D environment. This means 


Forsaken is set in a post-apocalyptic 
future, where man’s finally destroyed 


PUBUSHER; Acclaim 
DEVELOPER: Iguaua/Frobo 

EXPECTED RELEASE DATE: TBA 


FORMAT: Cartridge 












PREVIEW 


first person shooters on the 
N64. The only major 
difference is the ability to 
strafe up and dovv'n, as 

1 

well as left and right - ^ 

giving you the option W 
to sneak around 


pressed the wrong button 
at the wrong time. Your cyberbike 
can carry a large arsenal, stockpiling 
weapons for each situation as it arises. 
At any one time you can have up to 
sixteen different weapons to choose 
from, including three different types 


before you make your final attack on 
some unsuspecting droid. This is where 
you really appreciate the set up of the 
control pad; everything is immediately 
at hand, so it’s very rare to find your 
cyberbike sending you spinning off 
to a fiery death, purely because you’ve 


After a particulariy tough battle, the bounty hunters can check 
Into the country club for a nice Jacuzzi 


noises, on top of its very dark and 
futuristic soundtrack. Together they 
add a polished feel to the graphics 
supplied by Forsaken's pov^erfii] 
games engine. All of these elements 
combine to make this an immersive 
game that stretches your imagination 
to the limits. 


Another aspect of the game that 
adds to its realism is the clever use 
of its lighting effects: when you shoot 
your weapons, their blast lights up 
the immediate area around them and 
when they’re fired down a duct, they 
project a moving halo of light onto the 
walls, briefly lighting up the gloomy, 
surroundings that the game is set in. 

The eerie, dark and gloomy style 
of Forsaken \s well realised, especially 
through the use of spooky incidental 


The game controls are based on the 
tried and tested formula used by most 


It's the enemy! Die, you evil alien looting type baddle 
scumbags - ha, ha, ha! 


Ah, this must be the welcome 
party... ooh dear! 


Cr, this really shows off the 
pretty colours, doesn't It! 




1*1' I a j f : Vi 1 a d' I: ■ a 1 : vjl*] : i 4i 

With up to four players battling it out in a confined area, things can get very frantic. This is the only multiplayer game to come close to Goldeneye 






The multiplayer option on Forsaken is a true masterpiece; the graphics run quickly and smoothly, despite the fact that there can be up to four people racing 
around the full size levels at once. The N64 really shows off its power with this title — a big 'well done’ goes out to the top development team at Acclaim! 
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The weapons actually li 9 ht up 
the tunnel walls as they pass 

of missiles, rockets and mines. Once 
you’ve acquired them, you must then 
work out how to use them against the 
other mercenaries and the defence 



Forsaken Is definitely not a 
game for the claustrophobic! 

available to all the other players, so 
you’ll also have to learn how to react 
to their attack. This also has a major 
bearing on the type of cyberbike you 


is subsequently more sluggish. These 
facts become far more pertinent in 
the multiplayer game. 

This is where you get to battle it 
out with up to three other friends, in a 
true Go/deneye-siyle deathmatch mode. 
There are multiple levels available for 
this mode, plus all the characters - 
you can even include Al mercenaries 
in the mix as well, and choose each 
one’s difficulty setting. In all honesty, 
the death mode is one of the best we’ve 
seen and although it’s unfair to try 
and compare a copy of a preview game 
to one that’s currently on the market. 


Forsaken offers the only multiplayer 

game to some close to ColAeneye 


droids - which adds an extra element 
of strategy to Forsaken, deepening its 
gameplay still further. 

Of course, you must remember that 
the same amount of weapons are also 


decide to choose in the first place, as 
they actually differ a great deal. For 
instance, the bike that Clark Cuvel 
rides is fast but has little armour, 
whilst Lorry’s has a lot of armour but 


we think that this could, with a small 
amount of tweaking, give Goldeneye's 
deathmatch a run for its money. 

When you’re playing a four player 
game you’d probably expect the frame 


rate to drop considerably and some of 
the finer lighting effects to disappear 
but this is not the case in Forsaken. 
When the game came into the office 
on Friday, the first game we played 
was a four player deathmatch, which 
promptly amazed us with its speed 
and smoothness, with all four of us 
zipping around in a frenzied attempt 
to kill one another. 

The four player deathmatch is just 
one of the three game types that are 
available. In one player mode you will 
be given missions at the start of each 
each of the levels, which will range 
from having to blow up a big shield 
generator to get to the next level or 



In Forsaken you’ll come across all number of objects and machines to blow up, creating some nifty explosions. Here’s a few we made earlier: 



The Blinder - generally caused by 
excessive explosives on an object 





The Yellow Flash - this happens 
when your shields are fading 



White Light — this is the residue 
of a large Titan going off 



And finally — this is what’s left of 
your player when you lose! 
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There's always a friendly message to warn you of possible 
problems that you may encounter throughout the game. 


In your arsenal you have a lot of really Interesting weapons 
looh cool. You also have some of these mines 


to an upright position, as you watch 
your enemies tumbling off to a nasty 
fiery death - smashing. 

While being influenced by many 
other first person shooters. Forsaken 
looks like it has enough of its own 
ideas to offer the N64 gamesplaying 
public something fresh. The original 
mix of pure arcade action and a totally 
free roaming environment is what 
Forsaken a new angle on an otherwise 
tried and tested formula. Add to this an 
addictive multiplayer option and you 
have what could be one of the best 
games you’ll see all summer. Td4 


mob of his comrades and a barrage of 
their deadly accurate firepower. 

Again, this is where using brains 
over brawn is really going to pay off; 
Forsaken gameplay often makes the 
player think about their next move, 
instead of just attempting to vapourise 
anything that happens to fly by. 

That said, you won’t need to sneak 
around in every instance and situations 
such as engaging multiple droids will 
lead to hard and fast fights, which will 
leave you feeling quite disorientated. 
You’ll just be thankful that your trusty 
cyberbike automatically corrects you 


average robot, are provided with a 
particularly high Al, which makes 
them quite cunning. It’s not unusual 
to find yourself in one player mode, 
chasing one particularly weedy looking 
droid around a corner, only to find 
yourself face-to-face with a virtual 


search and destroy missions against 
rogue elements loose on a particular 
level, to simply escaping from a level 
before it explodes. 

As you attempt to complete your 
missions you’ll meet with all manner 
of baddie robots who, unlike your 
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Just when you think that It's safe to 90 back Into the kitchen, an 
unfriendly bounty hunter shoots a few missiles In your direction 

It's not just the aliens you This game has everything - 

have to beat but the clock too guns, bombs and class. Smart! 

















® Well, when we say glut, 
there are actually only two 
- the N64 does seem to have 
escaped the barrage of footie games 
that PlayStation owners will have to 
contend with. Aha! You might now be 
thinking that those lucky PlayStation 
boys will have more choice and this 
will equal quality but this is untrue. 
You can be assured that the N64 will 
have only the big two, namely ISS *98 
and the only officially licensed World 
Cup game around, the imaginatively 
titled World Cup *98. 

A OAME OP TWO 
HALVES^^^ 

We already know what you're thinking 
- we can see deep into your hearts 
and minds and we know that the one 
question now running around in your 


THE lOWDOWN 

PUBLISHER. CloctrfmU Arts 

^ DEVELOPER: €A Sports 
I EXPECTED RELEASE DATE JtflfO '98 
FORMAT. Cartrido# 


brains is: *Why, oh why are Electronic 
Arts releasing another football game 
so soon after FIFA: RTWC *987* Well, 
unless you've been living under a very 
large and hairy dog for the last four 
months, you'll know that the 1998 
World Cup Finals are just around the 
comer and what better way is there to 
celebrate the greatest sporting event 
in the world than releasing a game 



The Spanish players celebrate the 
opening goal against Italy 


that allows YOU to take part? Aren't 
Electronic Arts good to you. Yes? No? 
Maybe? So dance now. 

Now, the next question that's in 
the centre of your heads is this: 'Is 
World Cup *98 actually any different 
at all from FIFA: RTWC *98, a game 
released only six months ago?' Well, 
that's just what we're going to tell 
you all about... 

On the surface World Cup *98 does 
looks very similar to its predecessor 
and indeed both games have similar 
roots. However, Electronic Arts want 
to stress that World Cup *98 is actually 
a separate game to FIFA RTWC *98 and 



The England team line up for ‘God 
save the Queen’ - yes, very patriotic 

indeed, the games were developed by 
separate teams, with work starting on 
EA's latest football game more than 
twelve months ago. 

The release of last year's FIFA has 
allowed them to take on board some 
of its criticism and adjust the World 
Cup game accordingly. If you've played 
FIFA then you'll remember just how 
annoying it was to get caught off-side 
when the opposition goalkeeper took 
a goal kick. Well, this has now gone, 
with your strikers running back after 
an attack to an on-side position. But 
this is not all. The gameplay has been 
given a complete overhaul and it now 



Spectacular ‘special* moves are one of 
the hallmarks of Electronic Arts* games 
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A WoHd Cup s«Hnm«r maaMS two thlnQs: first, 
the nation hoids its breath in anticipation, as 
Cnpiand ntahe an uncharacteristic run into the 
Senti-Finais and second, there wiii be a pint irf 
footbaii tities reieased for the M64... 




effective and is a superb way to beat 
an off-side trap. Overall World Cup *98 
continues in the same vein as FIFA-. 
the more time you put into learning 
the controls, the more you 
get out of the game. This 
one feature alone should 
satisfy those of you who want more of 
a football simulation, rather than the 
arcade qualities of ISS, for example. 

World Cup *98 also incorporates 
something that EA call 'Compression 
Touch Technology' (that’s a registered 
trademark, folks) and this basically 
means that your players react more 
quickly to your commands. One of 
the major faults with the FIFA game 
was that it seemed to take an age for 
your commands to be input, processed 
by the CPU and finally executed - this 


Graphically, World Cup '98 is probably the closest a game 
has got to the real thing 


A long range effort by the Spanish centre forward sees the goalkeeper 
punch the ball to safety 




The computerised version of Alan Shearer 
jumps to meet ball on the volley 


offers a far more 'pick up and play’ 
control system. Don’t worry though; 
those of you who enjoyed the way that 
FIFA rewarded you for learning the 
more complicated controls will not 
be disappointed. World Cup *98 retains 
this feature and improves upon it. 

Various new special moves have 
been added, including an especially 
fancy ball juggle, which will get you 
past any defender and there’s now an 
option to change your team’s tactics 
while you’re playing. This can have a 
great effect on the gameplay, with 
the use of tactics such as the off-side 
trap, which allows you to step up your 


back four at a crucial moment of your 
opponent’s attack. Timing this move 
at the right time (when your opponent 
is playing a long ball or is punting a 
free kick down the field) will see him 
caught off-side every time. 


INTO THB 
CHANNELS 

There are also attacking moves to this 
feature, most notably it can give your 
strikers the ability to spin away from 
their markers. Timing this move with 
the use of the improved 
'through ball’ can 
be extremely 
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might expect from simply scoring in 
the World Cup, but if you manage to 
score an equaliser in the dying seconds 
of the Semi Final against Germany then 
a massive pile on will ensue - just like 
the real thing. 

Aside from the improved control 
method and the additional gameplay 
features. Electronic Arts have further 
enhanced the in-game management. 
They’ve put together what they think 
will be the 32 different squads for the 
World Cup, don’t worry though - if 
you think that they’ve left any of your 
favourite players out, then there will 
an option to call up some extra men 
into the squad. As with FIFA, you can 
design and name your own players, 
so that YOU could be England’s star 
striker in the World Cup! 


One of the new moves is the ability 
to float your men. Nah, not really 


Spectacular screenshots like this are only possible because of the game’s 
extensive replay feature 


real counterparts, but good enough 
for you to tell the difference between 
Paul Gasgoigne and Alan Shearer. 

There are a few other aesthetic 
additions to the game: new and more 
over the top celebrations are here but 
there’s now a more interactive feel to 
them. If you score a goal in the first 
few minutes against say, a lowly 
team like Egypt, then your 
players will look fairly 
chuffed, as you ^ 


reproduced, through the use of some 
rather splendid technology. Instead 
of just mapping the textures of the 
kits directly onto the polygon bodies, 
they are now actual clothes. This means 
that if you get up close enough, you 
can actually see the shirts blowing 
in the wind! Okay, so this feature is 
purely aesthetic but it adds that little 
bit more realism to the game. You’ll 
also find all the players’ faces are in 
there, not mapped exactly like their 


led to a football game which could be 
somewhat disjointed. Well, this has 
been greatly improved upon, a factor 
which might just tempt you arcade 
addicts towards World Cup *96. 

The Compression Touch Technology 
has also allowed the inclusion of an 
option to vary the speed of the game. 
The default setting is at a realistic 
speed but you can increase this (there 
are about five settings) to change the 
gameplay into more of an arcade 
style. There’s something for everyone! 


Electronic Arts are known for their 
attention to detail and World Cup *98 
is no exception to this rule. All of the 
32 teams’ kits have been faithfully 
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The goalkeepers have been 
improved drastically 


England vs Brazil in the final. Will this be the outcome of the real World Cup? 

Yeah, right mate 


The Spanish striker is well off the 
mark with his glancing header 
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The management side of the game 
means that you'll be able to fiddle 
around with all of the usual formations 


As if all this isn't enough for you 
football-mad freaks, then EA have 
also included a special bonus game. 


that all of the 'footballing fashions' 
have been reflected in the graphics, 
with players wearing long shorts and 
using an orange ball in the thirties 
and sporting ultra tight shorts and 
dodgy hair cuts in the 80s. All of the 
commentary is even done by Kenneth 
Wolstenholm, the man most famous for 
uttering the best know bit of football 
commentary in history: 'they think 
it's all over...etc, etc' 


- this appears to have been achieved. 
With all the right teams, plus all the 
fixtures played at the correct time of 
day and in the appropriate stadiums, 
this is a true carnival of World Cup 
football. Add to this the use of national 
anthems before each match and crowd 
chants (that's samba sounds for Brazil, 
traditional English chants for England 
and much sucking of teeth for the 
Jamaican crowd) and what you have 


Clecfronec JIrts to stress thtst Worttt €up '9S 

is Or sepnmte ^rune to FiFUs RTMfC '96 tsnA sutteotlf the 
Qtsntes were cfteveftopeiA hy septsrate temnSf wsith worli stnrtin^ 

an €A 's tntest footbnll gaM$e more than ftweftve months a,go 


and tactics, as well as giving specific 
instructions to players. You can tell 
some to play normally and others to 
play like Vinny Jones (they'll be tackling 
like madmen)! All the individual player 
stats, everything from passing ability 
to stamina, can be altered too, so you 
have complete control over your squad 
and how they play. This really is the 
closest thing that you'll get to football 
management on the N64. 


which is only accessed by winning 
the World Cup. This is a trip down 
nostalgia avenue for many, with the 
chance to play in some of the classic 
World Cup finals. There are eight of 
these matches, starting off with the 
first ever final, Uruguay vs Italy in 
1930 and moving through the years 
to 1966 (and all that) and up to the 
game between Italy and Germany in 
1982. The best thing about these is 


The brief set down by EA was to 
make Wor/d Cup '98 a celebration of 
the world's premier sporting occasion 


is an experience second only to being 
there. We look forward to acting out 
our World Cup dreams soon... T64 




All-new celebrations have been added by the developers. These relate to the 
situation of the game that you’re playing 


Er, a bit of a thrashing for South Africa. The Italian goal scorer shows great 
restraint in his celebration 
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CT Club («s Ihc OH Iho Rlb4 lo hovo oh offi>d«ol CT Ii«cohco 

and coHsidering the success its PlayStation counterpart is enjoying, 
we Ve realty looking forward to this smart racing game... 




® Grar\ Turisrno is a highly 
popular spectator racing 
sport that comes all the way 
from Japan. What it basically entails 
is a group of Japanese folk - preferably 
rather insane, nitro junkies - strapping 
themselves into souped up street cars 
and racing around pre-determined 
race tracks. These tracks can be put 
anywhere from the middle of a busy 
city on cordoned-off highways, to 
new race tracks that have been built 
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specifically for high speed car races. 
There are several different levels of 
competition too. 

The Sunday Cup is where people 
can race around in their street cars 
with very little modification, with a 
cash prize for the winner and a vehicle 
to boot. There’s also the Special Events 
level, where drivers race in a sort of 
Grand Prix but with larger road cars 
- there is more money for winning 
this and a larger car. And then there 
is the Super League, where people 
scream around race tracks with the 
fastest cars, the largest engines and 
biggest body kits. This is where you 
get the biggest cash prize and the 
most spectators - and this is what 
GT Club is all about: fast cars with 
big spoilers and a bad attitude. Well, 
big spoilers at least... 


CENTLEMEH# 
START YOUR 
EN6INES*44 

GT Club places you firmly behind the 
wheel of any one of fourteen mean 
street rods that range from an NSX to 
a Lamborghini! 

To help you choose your car there 
is a detailed technical rundown on 
each one, listing all of the vehicle’s 
details, right down to the depth of 


tread on the tyres. Okay, this level of 
detail may not be strictly necessary 
but it does enable you to make a very 
informed decision. 

Once you have chosen your car, the 
game provides you with options to 
fine tune your chosen machine - you 
can change everything from the gear 
ratio to spoiler downforce. Once you 
have adjusted your car, you can then 
take it out for a test run before you 
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and Championship. The Time 
Trial is the same as every other; set 
your car up, then race and try to beat 
your last lap time, etc. Battle Mode 
can be a one or two player affair that 
pits you against one other racer. First 
you choose the track to race on and the 
cars you are going to race in, then 
all that’s left to do is set the amount 
of laps and go. 


start racing it, to make sure you 
are happy with the revised set-up of 
your car. 

When you have chosen your car 
and fiddled with it sufficiently, you 
can then choose what kind of race you 
want to engage in. There are three 
types of race: Time Trial, Battle Mode 


n sonic 
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You con fiddlo with the sot-up 
to your hoort *s content 


Thoro oro rootty usofut signs Tho Porsche is under starter's 

throughout the courses orders: 3...2...1... 


Avoid those pesky wheel 
spins with a rolling start 



3 UNISIA JECS SKYLINE 


100 RAYBUG NSX 


2 ZEXEL SKYLINE 


75 NISSAN 300ZX GTS 


5 ZIGEN SUPRA 


18 AYEX DOME MUGEN NSX 


12 CALSONIC SKYLINE 
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Each race track in GT Club has a long and a short version, which are different enough to be counted as tracks in their own right 


SEEGTAGOUnSE 


SaEOTAGOUBSE 












The Championship sees you pitted 
against seven other cars. First you vv'ill 
need to qualify, then once you have 
your race position you’ll get to race 
and, in the usual style, you get points 
for each race. After six races you get 
your overall ranking. 


The initial races take place on 
three tracks: Tokyo GP, Lake Fuji GP 
and Kyoto GP. There are long and short 
versions of these, so in effect you have 


six tracks, with more to follow as you 
progress through the championship. 

As GT Club has got the official GT 
licence, it is a safe assumption that 
the tracks are official. If they are not, 
then the developers have put a lot of 
thought into all the course designs. 


making them an interesting challenge 
rather than a set of dull ovals. Each 
track is remarkably different too; two 
are located in cities but these are 


very different and present well-timed 
challenges of their own. 

ON yOUR MARKS^^ 

The courses and cars alike all look 
realistic. The cars display correct 
team names, the billboards show off 


relevant advertising and even the 
buildings surrounding the track add 
to the overall feel of realism. These 
factors remain in evidence as you 


speed around the track. On the city 
tracks, the track side buildings that 
appear approach you from way off 
in the distance, rather than popping 
up. The same applies when you use 
your rear-mounted camera - all the 
buildings disappear smoothly into 
the background. 

The clever use of texture mapping 
gives the whole game a solid and 
extremely fast and believable feel - 
the road streaks by in long lines and 
billboards pass by extremely quickly, 
which adds to the overall sense of 
speed that the game conveys. The 
physics of the cars’ handling really 
portrays an added sense of realism. 
As you pull away, the front of the car 


There s n def aileift ftecfm£ca.l r§ind^y¥n 

an each car, listing ail the vehisie's Aetaiim, 
right down to the depth of tread on the tyres 
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Whttit you *ro approackinQ back markors, don '1 brako - crack into 
tko back of tkom to ntovo tkont out of tko way! 


Cvorytkinp you nood to know about your car is ri 9 ht boro, on tko 
scroon wkoro you nood it - kandy tkat 


I 


Koop your oyos on tko road 
and not tko sconory! 


Tko twisty courso koips to 
roduco tko pop-up 


I may kavo como last, but at 
toast I can spoil * Ranking'! 


JUi tko stats you could ovor 
want for your car... 






I 



is too difficult to enjoy but it does 
mean that you will probably get to use 
all three of the difficulty settings as 
you learn how to control the cars, to 
get the most out of this game. 

COl 

As is usual for most racing games, 
the sound is generally monotonous 
- that’s not to say it’s boring, just not 
eliciting. The sound of the engines 
is accurate enough and the noise 
that the engine makes as it changes 
gear is pretty much the sarhe as in 
a real racing car. The music in 


Is Ikis a really useful camera angle or wkat? 
Wkat will tkese crazy designers tkink of next? 


will rise. When you brake, the nose of 
the car will dip and on a corner the 
whole car will lean appropriately. 


fitting, with inspiring tunes that will 
cater for most tastes. 

All of the above facts make this the 
most promising racing release for the 
N64 that we have seen in a long time. 
Its designers have really tried to give 
us a realistic racing game rather than 
another arcade racer. There are still a 
few points of GT Club that need to be 


polished but the basic formula for a 
classic racing game is there - you 
have the speed, the smooth graphics, 
great looking cars and courses, and 
you can adjust the cars to your own 
specifications. All in all we’re really 
getting quite excited about this game, 
and if you love racing games, you 
should be too! T64 


CET SET— 


The realism that the game’s graphical 
elements introduce is thoroughly 
backed up by the control method of 
the car. It’s not just a case of going as 
fast as you possibly can, there’s a real 
knack to getting around any of the 
courses without hitting all the barriers 
or spinning off onto the grassy verges. 
This doesn’t mean to say that the game 
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It's all pretty much self-explanatory but just In case you Ve still in 
doubt, here s the FULL explanation of the new Total 64 desiQn! 


I 

\ 



64-MATIONS 


64-MATIONS is the section that will keep you up to date on the progress of what we think 
will be the key releases for the N64. The 'flag’ on the top bar will tell you which country 
the game is due for release in first, or the version we’re looking at... 


...THE LOWDOWN box will tell you who will be publishing the game, 
who it’s being developed by, the expected release date (we will 
be as accurate as possible) and which format the game will be 
released on — cartridge or 64DD 


' 1st Impressions 


...in the INFO BOX you’ll find useful information on 
memory requirements, number of players, rumble 
pak compatibility and cartridge size 


Our reviews have been given the most radical change, 1ST IMPRESSIONS lets you 
know what we thought of the game after that all important first ten minutes... 


...the CONTROL FREAK box will not only tell you what the controls 
are but will also let you know how well they work... 



— EBDHE^ip 


@ o ® 


€ 



REVIEWS ROUND UP has been totally 
revamped and now gives you all the 
information that you’d expect from a 


review, albeit in a bite-sized chunk! 


MAyAiiiiTy 


LAITAilUTY 



The VERDICT BOX stays pretty much the 
same but we’ve done away with 
percentages for category scores and 
replaced them with single numbers. 
After all, what exactly is the difference 
between 8Z and 83 percent for sound? 
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REVIEWS INTRO 


fCORif ON THl DOORS 


These are the games that just have to toe In your collection. 
For a game to get this score, it has to excel in every possitole 
way and keep you playing for months. Buy these games...if 
you know what's good for you! 


IN THIS MONTH'S RBVISWSm» 


Good tout not great. These games are likely to toe very good tout 
fall short of excellence toecause of one or two things, usually 
how long they’ll last you. After all, if you shell out 50 notes for 
a game, it should last you more than two weeks, right? 


Nintendo take snowtooarding games to new extremes 
with this wonderfully realistic creation. It’s PHAT! 


Good to average. There will toe some of you out there who will 
enjoy these games tout only if you’re a fan of the genre or if 
you’re easily pleased. These games will protoatoly fail to push 
the N64 and lack any kind of innovation 


The tolue haired one is out and atoout in 
ancient Japan and he’s out to stop the Peach 
Mountain Shoguns from turning the whole of Japan 
into a giant operatic stage. Confused? You will toe. 


These are the games that promise much tout fail to deliver. 
Miseratoly. You may toe tempted toy pretty packaging or toy 
advertising hype tout we warn you - don’t. Just don’t, alright? 


Take a flat landscape, add some M 

tolocks, fire toalls, earthquakes and a 
k drop of water and what have you got? A recipe 
I for one of the most addictive games on the N64, ever! 


Are you mad? Games that get a score in this range will 
protoatoly have one or two redeeming features tout nothing to 
keep you playing for more than ten minutes. Leave well alone. 


1^^ Those little annoying ‘pets’ have made the transition 

to the N64. Will it toe joy and love or lots of smashing the TV 
screen? Find out more in our review! 


Er, hello? There have actually been a few titles that have made 
the *sin toin’. If you go within 100 miles of these games, we’ll 
send Evil Ant round to throw eggs in your eyes. So be warned! 


This arcade classic from the early eighties is brought screaming back to life 
on the N64. Or is it? 


Look, we get to play all of the N64 games, so we should toe the best judges, right? Well, here you can see exactly what we’ve been playing in our spare time each month. 
This month we’ve mostly been p] Ay mg... f080 * Snowboardingr- apart from Phillips, who was fortunate enough to go over to France to see Mission.- impossible. You lucky... 


1. GOLDENEYE 


1. MISSION: IMPOSSIBLE (HEE, HEE) 1. 1080*’ SNOWBOARDING 

2. FORSAKEN 2. FORSAKEN 


1. 1080* SNOWBOARDING 


1. 1080” SNOWBOARDING 


2. FIGHTERS DESTINY 


2. MARIO 64 


2. FORSAKEN 


3. DIODY KONG RACING 


3. WETRIX 


3. GOLDENEYE 


3. MYSTICAL NINJA 


3. WETRIX 


4. YOSHI’S STORY 


4. MARIO KART 64 


4. 1080” SNOWBOARDING 


4. MYSTICAL NINJA 


5. YOSHI’S STORY 


5. GOLDENEYE 


5. FORSAKEN 


5. WETRIX 


TRAIN pais: TAMAGOTCHI WORLD POOt WHEEL OF FORTUNE 


MOO MONKBY: TETRISPHERE CHKO man: ROBOTRON 64 


UDifioN rr: robotron 64 
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Some people say lhal I eal loo many cakes and Iherefore I m fal. 
Well, If this 9 ame was a cream cake. It would be the Rum Baba of 
the vldeoQame world. In other words... It's P-HAT! 



CONTROL FREAK 


This gives you great control 
over your snowboarder - 
pushing up puts more v/eight 
on the front foot and makes 
you go faster and moving it 
diagonally down swings your 
back foot out, causing you to 
slow down 


Jump. Hold down to charge but 
if you leave it too long, your 
boarder will tire and not jump 

Using this in conjunction with 
the Control Stick performs grabs 
and spins 


Change the view 

Makes your snowboarder crouch 
thus increasing his speed and 
decreasing his manoeuvrability 

Dalici* ' '. 


Not used , ; 




The backwards view comes in 
handy in two player mode 


© Nintendo’s in-house titles 
tend to be rather few and 
far between. Why? Well, 
apparently no game is released before 
it’s finished and has met a certain 
number of criteria. 

Right from the word go you are 
well aware that this is a Nintendo 
title. The front end is incredibly well 
presented; even the character select 
screen is a complete breath of fresh 
air and features all the participants 


'chilling out’ in a log cabin. Then after 
you’ve selected, the camera swings 
around to another part of the cabin to 
allow you to pick your board, whilst the 
course selection is done via a series 


of picture postcards - this should be 
a lesson to all other developers on how 
it should be done. 

Anyway, enough talk about the 
'fancy pants’ bits of intro screens. 


ft makes a retreshing change to see Rflntemto 

releasing a game wfilcft is not blatantly 
aimed, at the younger audience 
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1 080° SNOWBOARDING 


REVIEW 


1st Impressions 

We’d seen the pictures and read the hype, but we weren’t quite prepared for just how good 1080“’ 5nowboard7ng would look. The first ten 
minutes of play saw a sizeable crowd gathered around the monitor, every one of us absolutely gob-smacked by the visuals and how 'realistic 
the snow was. Even the snowboarders in the office were suitably impressed... 

®G!]O0a\i7©Q^©ElS .0Q0D 








There are plenty of shortcuts to be found but they usually 
demand that you have good control over your boarder 


let’s get down to the real business of 
playing the darn thing. 

With the amount of games that we 
see in the office these days, you’d think 
that we’d get used to seeing incredible 
looking visuals. The thing with 1080" 
Snowboarding is that it manages to 
take the N64 up a gear. And then some. 

The first thing that you notice (and 
this still amazes us now, even after 


playing the game for weeks) is the 
level of realism with which the snow 
behaves,- it’s really quite extraordinary. 
There are basically three main types: 
powder (off piste), hard snow and 
ice. Each of these reacts in its own 
unique way; the powder is probably 
the most impressive, as you’ll find 
yourself cutting your way through 
it, up to your waist in the stuff and 



Cven though you rarely see the characters ' faces, Nintendo have 
tahen great care to make them as realistic as possible 


then suddenly... WOOSH! You’ll break 
free in a cascade of snowflakes. This 
really is a sight to behold. But it’s 
not just the way the snow looks and 
behaves, it’s also the way it affects 
your snowboarder. 

Obviously the hard stuff is the 
easiest to board on, but once you’re 
into the deep snow or onto the ice, 
it’s a different story altogether. On 



Performing stunts means 
MAJOR style points 



SNOW 

BLIZZARD 

SUNNY 

SUNSET 

NIGHT-TIME 

This can make life very 

With visibility down to a 

This is more like it! 

Ahh... beautiful colours 

There’s a lot to be said 

difficult if you don’t 

minimum and gales 

You’d better make sure 

— all those pinks and 

about night-time 

know the course very 

blowing your boarder all 

that you’re wearing 

purples make you glad to 

snowboarding, but 1 

well - walls and 

over the place, you’d be 

shades or you’ll be dazzled 

be alive 

can’t think of any of it at 

obstacles can come from 

better off in bed with a 

by that mountain sun! 


the moment. Just adds a 

out of nowhere! 

nice cup of cocoa 



bit of variety really 
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1 080° SNOWBOARDING 


ISSUE FIFTEEN 


The four views on offer all have their uses: the chase view is the default and the most useful, the above view is good for slalom racing and when a fellow 
racer is right behind you and obscuring your view. In-head is enough to make you sick and backwards lets you... er, look behind you 



the ice, for example, you’ll find that 
turning properly can soon become a 
real problem. 

The animation of the characters is 
quite unlike anything that we’ve seen 
before in a videogame. They seem to 
react perfectly according to whatever 
position they are in; make a sharp 
turn at speed and your boarder will 
put out an arm to steady himself, 
land on the back foot after a jump 
and he’ll fall back slightly and steady 
himself, and if you’re in the air for 
long enough, he’ll start waving his 
arms frantically. 

This is wonderful stuff and there are 
so many other clever touches in the 
game - your boarder is even 'wearing’ 
polygon clothes so when you jump 
through the air the wind will actually 
ruffle them,the amount depends on 
how long you’re 
in the air for - 
it’s amazing. 


Sound is superbly well used in 
1080'’ Snowboarding. Apart from the 
typical snowboarding soundtrack of 
hip-hop, drum 'n’ bass and rock, the 
in-game sounds are excellent. Spot 
effects such as the sound when your 


Control of the board itself is superb. 
This is done via the analogue stick, 
which is suited perfectly to this game. 
Apart from the variation of turn that 
can be gained by moving it differing 
degrees left and right, you are also 


snow. But that’s not all. This is first 
snowboard game we’ve seen (okay, 
we will admit to playing a certain 
PlayStation snowboarding game) that 
you have control of the board while 
in the air. 


It 's tt sfiOrtne becnuse 1080° Snowbonrtling 
comes so close to genius - it s only let down by 
the fts€t that the whole experience doesn 'I 

lorsl long enough 



snowboard cuts through the snow 
and ice perfectly complement the 
graphics and add another level to 
the realism. 

Another important feature of a 
snowboarding game should be the 
weather, and here Nintendo have not 
let us down either. The conditions are 
an integral part of the courses, and 
as such change the difficulty level. 
For example, when you play the game 
on easy level, you’ll find that most of 
the courses are bathed in brilliant 
sunshine, but once you get 
to the expert mode, you’ll 
be faced with blizzards in 
the day and differing levels 
of wind at night. 

There are however, just a few 
problems with the game’s speed. The 
frame rate is constantly changing 
because there is often so much going 
on at once - it’s somewhere between 
twenty and thirty frames a second 
by our reckoning - and to be honest 
you can excuse 1080" Snowboarding 
this minor flaw, because it just looks 
and plays so darn good. 


able to put your weight onto different 
parts of the board. Pushing up will 
put your boarder on the front foot, 
thus giving you more speed. Move 
the stick down and your weight will 
be put onto the back foot. Now not 
only does this slow you down, but you 
can swing your back foot out and so 
perform the sharpest of turns, causing 
a huge spray as you cut through the 


Now what this means is that when 
you jump, it is unlikely that your 
board will remain level and you will 
therefore come a cropper if you land 
on uneven snow. So, the trick here is 
to adjust the level of your board to 
match that of the snow that you are 
landing on - surely this is one vital 
element to snowboarding that has 
been overlooked. Until now. 



Thtt ' BI 9 Make' Is one of the harder things to do in the game > 
if you don't get the landing just right, you' it come a cropper 
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1 080“ SNOWBOARDING 


REVIEW 




In an effort to maintain speed in the two>piayer mode, 
the deveiopers have rednced detail on the characters 


The overall effect is to give you a 
wonderfully instinctive and 
realistic control method. 

You start off the game 
with three courses open, 
with more earned by 
playing and winning the 
main one player mode: the 
Match Race. The tracks start off 
fairly linear, and it isn’t until 
you unlock the fourth course 
that you get some freedom and 
find alternative routes. 

Even in the early levels 
though, you can go pretty 
much anywhere: up onto the 
rocky sides, onto roofs and through 



Dion Blaster looks cool, wears 
cool clothes and has 'no fear' 


the forest to see the nice woodland 
creatures. Nearly. Anyway, once you 
get past the initial courses, the 
game really starts to open up, 
initially with multiple routes 
and then later on with 
completely open courses 
where you can literally go 
anywhere - just what every 
snowboarder dreams of. 

^ The problem here is that, 
with 'only’ six courses, you 
feel somewhat limited. Okay, 
it’s true that all of them are 
superbly designed, but you’d 
expect a bit more for your money 
- especially when you end up only 



Bc aiit ih ill y rcmiered sc ener y 
gives the g ame a pa n o r a m ic feel 




Spectacular graphics like this 
are only possible on the N64 


playing the three courses with the 
most freedom after a while. 

The main part of the whole game 
is racing - something that I wasn’t 
aware that snowboarding was about. 

I guess that to make the sport appeal 
to the majority of gamesplayers there 
has to be an objective to the game. 
Personally, I’d think that the actual 
experience of snowboarding in 1080" 
is enough to keep you entertained. 



Oh it hurts! As you can see from the 
screenshots, it is simply fantastic to 
look at, some of the effects are just 
awesome. Better still is the near¬ 
perfect handling; without a doubt 
1080" Snowboarding is certainly the 
best snowboarding game on any 
platform. However it is a flawed 
diamond. Firstly, the dreaded beast 
slow-down rears its ugly head too 
often. Also, due to the nature of the 
game, its longevity is somewhat 
guestionable; once you’ve completed 
it, you are just left with a flashy 
racing game. 

That said, 1060" will appeal to 
many people and is definitely worth 
a look but it’s not the game we had 
hoped for. J' 


HORCEC rOR COURfEf 



There are three different courses open to you when you first start playing 
1080"Snowboarding and more (another three), can be earned by reaching 
them on Match Race mode. There is also a half pipe and a big jump 




CRYSTAL LAKE 


CRYSTAL PEAK 




GOLDEN FOREST 


MOUNTAIN VILLAGE 




DRAGON CAVE 


DEADLY FALL 
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raNCUIN BOA» 

To access the Penguin Board you have to perform 
all 24 stunts in the practice mode. Now when you 
go to snowboard select, highlight the Tahoe 151 
board and press down-C followed by A 



CtYSTAL BOARMi 

To gain access to the Crystal Boarder boss character, you 
must first beat him in the expert level of the game (the 
last race). Now go to the character select screen and pick Akari. Now press 
left-C followed by A (you should now be on the board select screen). If done 
correctly, Akari’s picture in the bottom left will be replaced by a picture 
of the Crystal Boarder 

METAiyC BOAB0BR 

The second of the boss boarders Is a metallic boarder. You can get him by 
first beating him on expert level using the Crystal Boarder. Now go to the 
character select screen and pick Kensuke. Now press up-C followed by A 




(you should now be on the board select screen). If done correctly Kensuke’s 
picture in the bottom left will be replaced by a picture of the Metal Boarder 

BANDA BOARDER 

To get the Panda Boarder, you must first replace all of the EAD times and 
trick scores with your own. Now go to the character select screen and pick 
Rob. Now press right-C followed by A (you should now be on the board 
select screen). If done correctly Kensuke’s picture in the bottom left will be 
replaced by a picture of a Panda 


JET'S COMMENT 


The first time that you play 1060* 
Snowboarding you will be amazed. 
A lot of attention has been payed 
to detail - from the trail your 
snowboard leaves in the snow, 
to the way the wind rustle the 
riders clothing. Now add to this 
the incredible sense of speed that 
can be achieved and the physics 
of the snow - powder snow will 
slow you down, ice will speed 
you up, but also reduce traction. 

Unfortunately there is a down 
side too. The game isn’t really 
long enough and you will be able 
to complete it in a few attempts. 
Additionally, you can break your 
board far too easily, which is a 
real downer. These small points 
aside however this truly is the best 
ever snowboarding game - ever! 
Buy it ASAP! 



Mice t€»wchtts pop up all the 
placo.Thisico 'M' is impeossivo 


SNOW SPRAY 

When your board cuts into your 
average type of snow, you’ll see this 
spectacular spray — it’s different 
every time! 


and perhaps more attention could have 
been focused on making the courses 
less linear. 

Anyway, there are three match 
races where you have to progressively 
race each of the other snowboarders 
and then eventually a special boss 
character, the Crystal Boarder. Now 
this is great while it lasts, but it only 
took a weekend to complete. Replay 


ICE SPRAY 

Go onto the ice and you’ll get little 
ice chips spraying off the underside 
of your board 


value? Not much mate. Unless, that 
is, if you were one of the countless 
thousands who continued to play Wave 
Race after you had completed it, just 
to shave a thousandth of a second off 
your lap times. 

There is also a Trick mode to be 
played: the idea is that you have to 
score as many trick points as possible. 
The good thing here is that you can 


POWDER 

If you go into the deeper, off piste 
areas, your boarder will sink up to his 
waist in snow and leave a convincing 
powder spray as he moves off 



WImm you make a bl9 jMntp, 
your clatking will avam rippla 


Ricky Wimlorkomo roadios 
kimaolf for Iko 'BigRIako* 
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1080° SNOWBOARDING 



In much the same manner as Wa^q Race 64, there are several riders you can choose from. These each have their ow-n abilities and range from the ‘beginner’ 
character to those for the 'experts’ amongst you: 




SELECT RIDER' 

KuUuUCk 


KENSUKI KIMACHI 
This guy is from Japan and 
has a big coat, a big hat 
and big gloves. He’s also a 
good all-rounder. A good 
character to start with 


I SELECTOR I DERI 





DION BLASTER 
Big Dion is from the UK 
and has something of a 
'bad attitude.’ The fastest 
of the snowboarders, he 
is also the most difficult 
to control 


ISELECT RIDERS 



ROB HAYWOOD 
From the good ol’ US of A, 
Rob has good speed and 
is good at stunts. 
Probably the best 
character for experts 


AKARI HAYAMI 
The only girl in the game 
is for beginners only. She 
is the easiest to control 
but lacks the speed and 
agility to keep up with 
the other characters 


SELECT RIDERl 



RICKY WINTERBORNE 
This Canadian 
snowboarder is the trick 
master. He hasn’t got very 
good speed, but if you use 
Ricky, then you’ll get top 
style points every time 


pull tricks and score points anywhere 
on the track and not just in certain 
specially designated 'trick areas’ like 
in a certain PlayStation snowboarding 
game. The trouble is that even here 
you are racing, albeit this time against 
a clock, but where is the option to turn 
this off? 


two players on screen and keep the 
speed up, you lose all the trees and 
on-course obstacles, almost all of the 
snow effects and, most importantly, 
the game becomes disappointingly 
fogged. This part of the game is still 
addictive and hugely enjoyable to play, 
but we want four player action! 


appeal to anyone who has an interest 
in videogames full stop. Technically 
the game is superb - never before 
has a game been made that emulates 
the sport of snowboarding so closely, 
and the presentation, graphics and 
sound are faultless. Where this game 
falls down, sadly, is in the longevity 


ilf times 1060 ° SnowhonrAing is nothing 

short of bronthtnhing, and, tho gmphiss, 
sound and overall fool of tho ganto still ntaho 

us 9ioMf with a pink haxo 


To add to the replay value of this 
game, a two player option has been 
added. Here is it apparent just how 
much information the N64 is being 
asked to process. In order to just have 


It makes a refreshing change to 
see Nintendo releasing a game which 
is not blatantly aimed at the younger 
audience. lOdO" Snowjboarding^ wi]] 
appeal to any age, in fact it will 


department. You will soon complete 
the match race mode and - unless 
you really loved the time trial and 
trick modes in Wave Race, then you 
won’t get much replay value out of 
this title. 

It’s a real shame, because 1080 " 
Snowboarding comes so close to genius 
- it’s only let down by the fact that the 
whole experience doesn’t last long 
enough. It’s not that the ideas weren’t 
there - the main part of the game is 
highly addictive - but this should have 
been expanded on with more courses 




and more freedom of 
movement. That’s not to 
say 1080'' Snowboarding 
isn’t a good game. At 
times it’s nothing short 
of breathtaking, and the 
graphics, sound and 
overall feel of the game 
still make us glow with 
a pink haze. It’s a case of 
'nice try Nintendo, better 
luck next time... ’NICK 





VERDI 

CT 

ORAPHKf 


Despite moments of slow 
down, this game shows 
that the N64 is in a league 
of its own 

M ) 

fOUND 

-ffe * 

Cliched snowboarding 
music but intelligent use 
of spot effects adds to the 
overall feel of realism 

PUiyABIUTY 

-- ■ 

The truly superb game 
mechanics make this as 
close to the real thing as 
you could get 

ft 1 

lAfTABILITy 

,1 

j 

Unless you love time trials 
and trick modes, you 
won’t be playing this 
game much after a month 

OVERALL 


This is easily the best 
snowboarding game but 
falls short of perfection 

89 
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Piuasumah!'* Finally Mfysfica.1 Ninja, gets a release in the UK - we 
waited, we prayed and now it's here. Meet Canbare and his friends, 
as they take you on a trip into their own special little world... 



mtack of the 


killer gobstoppers 



irtTP. 

Not used 


CONTROL FREAK 


I . fTlTi- 

Controls your character 

QTrrT:^.'- 
I :,!S Jump 

Attack using weapon 


Use in conjunction with camera 


^ ' Secondary Weapon 

e; rsppT' rrrTTTsr' 

: Map screen 


nrprgfrnp rrrnTTT 

Use to zoom in and out camera 



Coemon says so, and I agree 
- this bloke *s WCIRD! 


It’s 16th Century Japan, 
around noon and things 
are not going too well. For 
a start your best mate has just taken 
off most of his clothes in an attempt 
to obtain a discount in a shop and 



consequently you have been thrown 
out. You could certainly be forgiven 
for thinking that life could not get any 
worse. But no, it gets worse, much 
worse, as just then a large peach¬ 
shaped UFO hoves into view, causing 



Cosmon is a talantad was 
ninja - ha can avan swim 


widespread panic in your beloved 
village. As if that wasn’t bad enough, 
using some odd, mystical power this 
strange and peachy flying machine 
proceeds to turn your local palace 
into a strange looking European-style 



Crorphicorlly this gams is, wall, paochy. 

Tha 3D environments ars wonderfully Assigned, 
and manage to seemingly recreate f6th 

century Japan convincingly 



ISSUE FIFTEEN 


'O' 



























ISSUE FIFTEEN 




MYSTICAL NINJA STARRING GOEMON 


REVIEW 





1st Impressions 

Being unfamiliar with the Mystical Ninja series of games, I had no pre-conceived notions about the game. However, upon loading it up I was 
very impressed with the opening sequences. Moreover, the game’s quirky humour ensured that I was immediately immersed in all things mystical 
and related to ninjas 

--- GDOoagi®© ^CFgdokd 


7 


:ai 



STARRING 

COMMON 




Som«timM things can get somewhat tricky, 
especiaiiy when ascending Mt. Fuji 


building, complete with flags and 
turrets - the ultimate insult! 

Feeling quite angry at how the 
day has suddenly turned into a bit of 
a nightmare, you decide that you must 
find out just who did this and punish 
them severely... 

Welcome to the very strange and 
wonderful world of Mystical Ninja 
starring Goemon, the latest export 
from the Land of the Rising Sun. The 
more observant amongst you may 
recall that we reviewed the Japanese 
import of this game back in issue 
eight, giving it a whopping great 
89%. This was in spite of the fact 
that nobody in the office had any 



idea what was going on. However, 
we loved it anyway. Why? Because 
the game simply looked the business, 
oozed playability and was more fun 
than one person should legally be 
allowed to experience. Now that the 
PAL version has arrived here at Total 
64, we have had the opportunity to 
enjoy the fun all over again - only 
this time it’s in English, so we can 
actually tell you what it’s all about. 
Well, that’s the theory... 

Let me start at the beginning - 
which is the only place to start. Have 
you ever seen a TV show called 'Monkey 
Magic’? If you have then you’ll know 
that it was a rather strange and surreal 




television show and Mystical 
Ninja, in terms of plot and 
style, is very similar 
to this programme- The 
story behind the game is 
very convoluted and 
has more twists and 
turns than a twisty-turny 
thing. However, I shall 
do my best to explain 
the story of the game. You’ll 
just have to bear with me on 
this one... Right, deep breath, 
here goes... 

There is an evil group of dancers 
and singers - possibly the Japanese 
equivalent of Z Unlimited - 
however, here they are called the 
Momoyama Shoguns. Being evil they 
are also mad and decide that their 
performance spaces are just not big 
enough -- which is fair enough I 
suppose. Rather than asking for 
lottery funding, they decide to 
take a more pro-active stance by 
kidnapping all the children in Japan 
and turning them into dancers, thus 
making the whole of Japan a 
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The quality and, design of these sub~gantes is often very 

impressive - they are beautiful to look at and have been 
incredibly well ftftou 9 ltft out, appearing at just the right 

intervals to remove any hint of tedium 


dancing stage. The Shoguns’ dastaTdly 
mission obviously requires an awful lot 
of travel and to do this they have a 
rather interesting form of transport, 
the giant peach UFO - peach being an 
evil colour of course. As a suitably 
wicked but seemingly unrelated aspect 
of their nastiness, they decide to turn 
a number of big Japanese buildings 


into Western ones, presumably just 
to annoy people. 

All of this general wrong-doing is 
brought to the attention of Goemon, 
when the peachy UFO turns Edo (Tokyo) 
Castle into a westernised monstrosity. 
This is far too much for our bold hero 
Goemon who, along with Ebisumaru 
(the stripping discount seeker) decides 


to go and fix whoever’s responsible, 
and so their adventure begins. If you 
think the plot is a little, well, odd, then 
fear not - the game gets ever so slightly 
more and more bizarre as you progress. 

DO I KNOW youl 

You could be forgiven for not being 
familiar with the name but in Japan 


the Mystical Ninja series has spanned 
no less than four Super NES titles and 
Goemon is a very popular little fella. 
However, so far only one of the Mystical 
Ninja games has reached our fair 
shores. All that looks set to change 
because now, in this fifth incarnation, 
Goemon is brought to life on the N64 
and as befits the most powerful 



Watch out, he has some 
major offensive weapons 

a i, 

. 11 '- 

ir • 

\ \ 


Here’s your first major 
boss character 


Oh, and he has the odd 
special move too 


where he sends a projection 
of himself to beat you up 


But then again, 
so do you 


But a few punches to the 
face — like this 


And a few carefully 
aimed missiles 


And his rocket attacks 


will soon see the end of 
this fella! 


Beware of his 
aerial attacks 
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Br«akin 9 tkasa pats wiU giva you Mntoid waalth and prixas - 
and maka a ratliar coot 'smashing' saund 


console on earth, we get to meet the 
Jblue-haired ninja In the now familiar 
third dimension. So, without further 
ado, let me introduce you to Goemon 
and his friends. 

Obviously there is Mr Ganbare 
Goemon who, apparently, is based 
on a traditional Japanese hero, not 
too dissimilar to our very own Robin 
Hood (although I doubt that the man 
with the hood would ever have been 
seen with that spiky hair-do - his hood 
would have spoiled it anyhow). 


However, he’s very brave - and 
also a little short tempered, which 
is why he gets involved in so many 



adventures. He is accompanied from 
the start of the game by his friend 
Ebisumaru, who allegedly represents 
one of the Japanese deities. You are 
later joined by Yae, a female ninja 
with a fetching green hair-do and 
some rather useful abilities such as 
playing the flute and - later on in 
the game - being able to turn into 
a mermaid. 

The last member of this merry 
band is Susuke, a battery powered 
mechanical ninja with the most 


vicious hair in the East, or West for 
that matter. All of these characters 
will help you out on your guest, as 



If you ovor got stuck, thou go and visit Piosma Man, tho cooiost 
and wisest man in the game - he' U put you back on track 


their combined abilities are vital 
to successfully completing the game. 

SPEAKINO AND 
JUMPING# AT THE 
SAME TIME! 

It is rather difficult to place Mystical 
Ninja in any specific genre of games 
- it combines all the platform fun of 
Mario 64 with a strange arcade-style, 
simplistic RPG. Everything that you 
might expect from an RPG game is 
here - power-ups, places to rest to 
allow you to rejuvenate - but it doesn’t 
have the depth of, say, the amazing 
Final Fantasy series. However, there 



NKK^S COMMENT 

Hang on a minute, there’s been a 
Nintendo machine out for the best 
part of two years and this is the first 
RPG available? Well, it certainly 
makes a refreshing change from the 
usual N64 fair. Taking its cue from 
Mario 64, Mystical Ninja adds a 
wonderful, if insanely Japanese, 
narrative and plenty of sub-games 
and set pieces that will certainly 
amuse but won’t trouble your well 
honed gamesplaying skills - the 
highlight is possibly the bizarre High 
Impact fighting section. 

Even though Mystical Ninja isn’t 
the most challenging game on the 
N64, there is plenty here to keep you 
playing - if only to find out what 
on earth is going on. If you have a 
yearning for opera and blue hair, 
then Mystical Ninja is for you! 
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JET'S COMMENT 

I have to admit that when I first 
played this game I wasn’t too 
impressed, 1 didn’t really go for 
the somewhat strange storyline. 
After a few hours’ play though, I 
was hooked and now I can’t stop 
dreaming about Goemon and all 
his chums! There is no escape 
from the humour, the elegantly 
simple gameplay and the highly 
infectious charm of this game. 

Graphically, Mystical Ninja 
seems a little dated now, but it 
makes up for it through having a 
good balance between the huge 
outdoor areas and the enclosed 
interiors, which have a splendid 
variety. This game will not be to 
everyone’s taste but I absolutely 
adored it. 




MmI thm talk to thorn 

and they wiit givo yoH advico 


is so much more on offer and you will 
find yourself bashing the nasties and 
generally jumping around in a very 
platformy way, hurrah! The game’s 
arena is huge too, as it is essentially 



First you have to summon him And with a song and a smile 

he will appear 


Taking you up Inside him You will get to see his innards, just 

like in Innerspace - Yeuck! 


kimtt ovt onto tho rnkm* 

■tool solrlt 

I AM tho boot. 

High Impact might be a robot but 
he certainly has a big heart 

There’s Goemon in the control 
centre, ready for action! 
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Croaa-countfy running was novor this dangorous at achooi, 
unioas you had nty P.C. toachor! 


based on a map of Japan, offering you 
a wide variety of places to visit - all 
of which are loosely based upon real 
locations in Japan. So, not only do you 
get to play a fun game but you also 
get a small geography lesson thrown 
in for free. 

You start in the village of Oedo, a 
place of relative safety, with only the 
odd thief to bother you. From there 
and thanks to some carefully chosen 
(and often quite hilariously translated) 
words from the locals, you will make 
your way on a fairly linear path across 
the game’s map. 

In the game you encounter many 
different locations, such as ancient 
towns, haunted castles, under water 
submarines and even (though it’s not 
strictly speaking in Japan) outer space. 

AND THERE'S 
MORE^^ 

You might think that this would be 
more than enough material for a top 
game but you would be wrong. As well 



H yoMT iMMtt* s not on tko list 
yoM Vo not coming In 


as all the platform and adventure-type 
action, the game has also got its fair 
share of sub-games. There are basically 
two types; the first involves using your 
chosen character to defeat a variety of 
boss characters. This in itself is pretty 
good but it gets even better, as some of 
these games involve the use of a giant¬ 
sized robot called 'High Impact’. This 
robot has proven to be a real office 
favourite, not least because every time 
he appears, he’s ushered on by a quite 
hilarious song and animation. 

The quality and design of these sub¬ 
games is often very impressive. They 
are beautiful to look at and have been 
incredibly well thought out, appearing 
at just the right intervals, to remove any 
hint of tedium that might be generated 
by the potentially repetitive nature of 
an RPG game. There are also a number 
of challenges that act as sub-games 
that must be completed throughout, 
such as catching some fish for the 
Fisherwoman, to gain the block you 
need to defeat the Guard of the Gates. 



Collect tkoso sUvor cots- 
tkoy'll help boost yoMr energy 
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There’s never a dull moment in 


Mystical Ninja and Konami have clearly 
worked very hard to make sure that the 
game is as entertaining as possible. For 
instance, part of the game’s structure 
requires you to retrace your path a 
number of times. You can of course do 
this on foot, which is a relatively slow 
process, especially as the footpaths 
are hazardous places where you will be 
attacked by a large number of vicious 
beasties, in a similar way to Final 
Fantasy VII. If you had to constantly 
tread these paths every time that you 
wished to return somewhere, you could 
be forgiven for getting somewhat tired 
of the process. However, Konami, being 
the clever people that they are, have 
got around this potential problem by 
giving you the ability to make a return 
visit on the back of a large blue dragon 


(it’s the only way to travel). Yet again 
this shows just how great this game 
is, Konami seem to have given every 
aspect of this game a great deal of 
thought, and it shows. 

The attention to detail is excellent; 
for example, each of the places on 
the map correspond, in its climatic 
conditions, to its real-life counterpart 
- leave Yae standing unattended in 
the wintry northern parts of Japan she 
begins to shiver, whilst if left in the 
warm she begins to fan herself. There 
are even different responses displayed 
by the other characters when placed 
in the same situations, which is very 
cool indeed. 

Similarly, Konami have tried to 
make the game as interesting and as 
user friendly as possible. Mystical 
Ninja is certainly a huge game but 



ultimately, it’s not that challenging. 
Now that’s not to say that the game is 
necessarily too easy and everything 
does require some thought. With this, 
once again, Konami have come to the 
rescue with another great idea. Should 
you get stuck, help comes in the form 
of the Plasma Man, who can be found 
dotted around the playing map. Apart 
from being a rather omniscient being, 
who helps you for a small fee, he also 
provides some major laughs. 

HERE'S LOOKIN' AT 
you, KID 

Graphically this game is, well, peachy. 
The 3D environments are wonderfully 
designed and manage to recreate 16th 
century Japan convincingly. Nothing 
looks out of place and given the cool 
humour that is imbued throughout, 
the fantasy elements seem to add to, 
rather than detract from the game - 
it all works like a dream, only better. 
The only minor chinks in the Mystical 
Ninja's graphical armour are a few 
occasional glitches and the rather 
restrictive camera angles which can, 
at times, prevent you from enjoying 
the view. 

Likewise the music of the game 
is similarly effective - under normal 
circumstances most of the songs and 
tunes would be deemed annoying 
but here, somehow, they’re infectious 
and soon you’ll be singing, humming 
and laughing at all the odd ditties - 
especially the opera sequence at the 
end of the game. 

Without a doubt. Mystical Ninja 
starring Goemon is something of a 
special title. It was obvious when we 
reviewed the import copy and the 
game has only got better now that the 
translation has arrived. There are few 
games on the market that have the 



Comion ’s pip« cm b« wmd in ntMy differant ways: as a weapon, 
as a grappling hook or as a iady magnot (aiiogodiy) 


ability to make you laugh and provide 
a decent challenge - to some extent 
this is one of them and I urge you to 
give this game a go. With so many 
differing challenges, there is really 
something here for everyone. Just how 
well constructed and thought out the 
game is cannot be stressed enough - 
as you play it you’ll be amazed at 
the number of really nice, but often 
unnecessary touches throughout. 

The only problem that Mystical Ninja 
starring Goemon suffers from is that it 
is slightly too easy, providing at most 
a week of solid gameplay. However, 
this is a small irritation when you look 
at what it has to offer. It depends on 
where your priorities lie - mine are 
firmly with longevity and playability. 
Despite this being a relatively short 
game, it is also certainly one of the 
most entertaining titles to have come 
into the offices here at T64. 

For an all too brief few days we 
delighted in the game’s many joys but 
ultimately, once its completed, you’ll 
find very little reason to return to it, 
except for the occasional laugh. SIMON 


VERDICT 


CRAPHKS 

O 

Absolutely gorgeous but 
some glitching prevents 
this from being right up 
there with the very best 

SOUND 

O 

Some of the most crazy, 
infectious tunes you are 
ever likely to hear - 
listen if you dare 

PLAYABILITY 

o 

Straightforward enough, 
providing plenty of variety 
and all round fun 

LASTABILITY 

o 

Not the greatest or longest 
challenge and once it’s 
completed you’re unlikely 
to ever come back 

OVERALL 


A wonderful game that 
oozes with charm and 
playability...great fun! 


•••• 
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Water management isn't easy - jnst ask Yorkshire water authority - 
but now from Infogrames comes Wetrix, a game that comes with a 
certain, obvious heritage. The question is: can you hoid your water? 


# Puzzle games are something 
of an enigma - why do we 
bother playing them? They’re 
frustrating, they keep you up till way 
past Dracula’s bedtime, all the sound 
effects are generally awful and your 
younger brother/sister is guaranteed 
to be better at them than you. Let’s 
face it, the reasons for us not playing 
puzzle games are endless. Well, not 


CONTROL FREAK 


W " Ji 

^ >^0 


Controls your pieces 


Lowers piece 




Rotates piece 

Change camera angles 
Two-Player attack button 


Controls your pieces 

Hot Used 


quite endless, exactly but let’s just 
say that the odds are stacked heavily 
against them - especially when you 
compare them to other cutting edge 
software titles that manage to have 
great graphics, great sound and great 
gameplay. Ah, but it’s not that simple, 
as you, the software buying public, 
will know. 

For a start, there are precious few 
games that are truly great in all the 
above departments and who would not 
forgo the fantastic graphics and sound 
effects of one game, for another that 
you’ll want to come back to again and 
again, even when you think you’ve 
mastered it. That’s the real reason why 
puzzle games remain popular and will 
do so for as long as we orbit the Sun. 


So, it comes to pass that another 
puzzle game fights its way through the 
throng of other such titles on the N64, 
er... well, not so much a throng, more 
a very small crowd (of one), namely 
the fairly well thought of Tetrisphere. 
Not too much competition then but 
as always, it’s nice to see a company 
releasing a title that doesn’t involve 
driving very quickly indeed or beating 
a vicious or highly attractive opponent 
into a pulpy mess. 

DO YOU 
REMEMBER THE 
FIRST TIMEI 

We’ve all played Tefr/s-before, at least 
I reckon it’s a fair assumption to make 
and even if you haven’t, then you’re 


bound to be aware of the basic concept 
of the tile placement game. So far 
the closest the N64 has got to having 
its own Tetris is Tetrisphere, which 
took the basic premise of the original 
title and then jazzed it up in a way 
that many might not have expected. 
However, with such a translation the 
game rather lost some of its inherent 
immediacy and the joy of the original 
was somehow obscured. Now here’s 
Wetrix which tries, albeit in a slightly 
different manner, to capture all the 
splendidness of that original game 
but once more dresses it up for the 
next generation console market. 

This is in no way a simple carbon 
copy of Tetris - think of Wetrix as the 
distant cousin of the original puzzle 
game The developers. Zed Two, have 
managed to create a game that both 
engenders the spirit of Tetris and also 
captures some of the addictive qualities 
that we know and love. That’s not all 
though. Whilst emulating the classic 
has proven difficult for some other 
developers, somehow Zed Two have 



Some of the challenge levels are 
pretty tough for the beginner 



When you collect lots of water you get a rainbow and that means lots more 


points. Unfortunately there is no sign of Zippy and his friends... 
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REVIEW 


1st Impressions 

I love puzzle games and let’s face it, there’s a dearth of them on the N64. When this little beauty arrived in the office I thought that all my 
Christmasses had come at once. Within minutes I was hooked - with its bright graphics and cool music, I knew that this was going to be a sure¬ 
fire hit. 



The last thing you need is a large hole on the board, because the water will 
just pour right through and you’ll lose the game — sort it out, fast! 


managed not only to take the game 
further but to take the whole idea to 
another place entirely - which is just 
darn clever. 


like icons seem to have been similarly 
influenced by club culture. To be 
frank, it’s refreshing to see that a 
software company is trying to produce 



It may look like a polo but it’s a 
ring of ice and it melts. Oh dear 


and tested path of making a game 
that’s annoyingly colourful and cheery. 

Of course, the thing that you really 
want to know is, how does it work? 
Well, Wetrix is both complicated and 
simple: are you sitting comfortably? 
Then I shall begin... 

The basic idea of the game is to 
retain water, which falls from the 
sky onto a square-shaped board. To 
assist you in this task (and this is 
where the Tetris bit comes in) there 



reservoirs, which will hopefully hold 
the water and stop it from falling 
from the edge of the board. However, 
Wetrix is a whole lot more complicated, 
than that. Those clever chaps (and 
chapesses) at Zed Two are obviously 
a vicious lot and have developed one 
of the trickiest puzzle balancing acts 
to have ever appeared on any games 
format, ever. 

You see, you can’t just keep on 
building more and more reservoirs to 


fffnvutQ become used to tho cmtoouy and 

aJrftfosft cfcildisfi look of an awful lot of 
Minlendo 64 fifties, expecft someftidng cd a surprise 
when you load, up the gaane, Wetrix ooses style 


you SEXY THINOl 

Having become used to the cartoony 
and almost childish look of a lot of 
Nintendo 64 titles, expect something 
of a surprise when you first load up 
the game. Wetrix oozes style and has 
a noticeably mature outlook. 


The music which greets you is far 
more akin to what you might hear in 
a night-club and even the cartoon- 



Just gimme some steam! The 
fireball is your friend, use it well 


a game that looks as though it’s been 
aimed at an older, pickier audience, 
rather than just choosing the tried 



Better repair that big hole fast or — 
you guessed it, game over... 


are a series of blocks (called Uppers) 
that also fall from the sky. These will 
allow you to build little dams and 



Always gorgeous to look at, always 
devilish to play, that’s Wetrix\ 


hold the water, as that would be too 
easy. For one thing the earthquake 
meter (an on screen icon) rises as you 



Just when things are going well, a 
bomb appears and trouble ensues 
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Evaporate water using the fireball. Avoid evaporating water that has a mine 
in it, as it will explode on contact with land, turning it into a colander 


raise the land; if you put too many 
tiles onto the land you’ll cause an 
earthquake, which will mean that 


water, which is handy, but if they 
don’t come into contact with water, 
they destroy your landmass. 



The idea is to try to keep plenty of 
water in play - this gap won’t help 


little dams. This can be merely a tad 
troublesome to start with but once 
the rain starts to fall and the water 
bubbles start plummeting, it starts 
to become frantic and you deal with 
whatever the game throws at you. 

That’s the clever trick that Wetrix 
manages to pull off; no matter how 
good you are at it, Wetrix can still 
manage to find a way to doom you 
in a spectacular fashion. By its very 


Wetrix pretentts that it s a simple game 

but it isn 't, not by a long vray. It 'll suck 
you in, big time. You have been warnett 


you’re almost certain to lose the game. 
To combat this there are tiles that 
are called Downers, these (surprise, 
surprise) lower the land. There are also 
bombs that destroy your land, which 
can be either a help or a hindrance, 
depending on your situation at the 
time of play. There are also ice cubes 
that freeze your water,- useful if you 
want to stop the water from leaking 
off the sides but not always good, as 
it will thaw and whilst in its frozen 
state you can’t evaporate it. Fireballs 
also rain from the sky, they evaporate 


As you may have gathered, you 
have to be something of a juggler to 
be good at this game - the word that 
springs to mind is frenetic. Initially 
the game starts off at a slow pace, as 
you start to place the tiles to make 



nature you can be sure that Wetrix 
will eventually beat you every time 
but the more you play, the longer you 
survive. Plus, when you lose, you’ll 
want to try it again, and again, and 
again, because you really don’t want 



warm mw his homiisi 





WETBOY 

He’s yer common or garden HZO — 
you’ve gotta look after him or else 
you lose the game 


BURNIE 

Things heat up when he’s around 


BOM BOM 

A rather explosive wee fella, you 
need to try to keep him away 
from Wetboy 



Mines do exactly what you’d expect 
them to do, be warned 


to be beaten by a game do you? Not 
that Wetrix is addictive - course it 
isn’t, not much! Unlike Tetrisphere, 
which is a little difficult to get into, 
Wetrix pretends that it’s a simple 
game but it isn’t, not by a long way 
and it will suck you in, big time. You 
have been warned. 

irS OBTTINQ 
WBTTBR ALL 
THB TIMB 

But wait, there’s more - as if all of 
this isn’t enough, Wetrix also has an 
abundance of different modes of play 
to keep you addicted, I mean playing, 
forever. Everything is here - from a 
variety of challenge modes to harder 
settings - to make things that little bit 
difficult for you. 

However, the most important of the 
options is the two player mode, which 
fortunately plays slightly differently to 




QB 

Definitely the coolest guy in the pack. 
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the one player game. Not only do you 
have to save your water but you also 
have the opportunity to attack your 
opponent with a number of weapons, 
such as the Ice Cubes, Fireballs and 
Earthquakes. As you can imagine, this 
adds a zip to the game and provides 
long term excitement with your chums 
- great stuff. 

The graphics are also everything 
that you might expect and then a bit 
more. With a puzzle title it can often 
be rather difficult to make the game 
itself look anything more than ordinary. 
However, Zed Two have added some 
lovely effects that make Wetrix look 
that little bit special. The water effects 
are absolutely stunning; as it hits the 
board it rolls and swirls, every bit as 
convincingly as the real thing. There 
are plenty of other very nice touches 
throughout the game too, such as the 
way the light pierces through when 


a hole is gouged out of the board and 
the rainbow looks pretty cool too. All 
in all, without being overtly gorgeous 
Wetrix manages to impress but only 
those people that are interested in 
puzzle games are going to care. 


Similarly, the sound effects are 
well placed and well done, the music 
is pretty good too and treads a fine 
line between being repetitive and 
interesting, which in its own way is 
quite impressive. 

This game is, without a doubt, the 
best puzzle game available on the N64. 
The competition may not exactly be 
stiff but I also think that Wetrix is 
one of the finest puzzlers available 
on any format. However, the problem 
with this and with every other puzzle 
game on the market is that it’s hard 
to recommend it without reservation. 

For some people, puzzle games 
are simply a turn off and no matter 
how good the software, nothing will 
make them purchase Wetrix. There 
are others, myself included, who will 
find this a brilliant title - especially 
considering it seems likely that it may 
well cost only £35 when it reaches 
the shops. 




QUAKE 

Definitely best avoided, if you upset 
him then destruction closely follows 



SPIKE 

Is not a nice chappy, he could blow 
at any moment 



DERRICK 

Likes nothing more than a paddle — 
he’ll give you bonus points 
for the privilege 


NICK'S COMMENT 

Wh^d ev^ have thought that TrT 
magazine with reviews of fOdO* 
Snowboarding and Mystical Ninja 
that a puzzle game would come 
up trumps? Well, this is a mark 
of how good Wetrix is - in sheer 
terms of playability, there's not a ; 
lot to touch it. Wetrix is easy to 
pick up and hard to put down. 

Very hard. The game combines 
pure arcade playability with a 
simple task and comes up with 
one of the most addictive games 
we've seen on the N64 all year. 

Not everyone will enjoy it but for 
pure gameplay junkies like us, 
there's not much better, 


For those people who enjoy such 
games, I can assure you that this is 
a great title, that is incredibly well 
constructed and well thought out too. 
Wetrix is a thoroughly recommended 
title and if you’re a fellow puzzle game 
insomniac, you should go out and 
buy. And if you’re not, then go and 
buy it anyway. SIMON 


PPBPHP 



CT 

ORAPHICf 

© 

There are some fantastic 

effects used hut nothing 

truly aw/esome 

SOUND 

© 

Great bangin’ choons - 

can get a little repetitive 

at times though 

PLAYABIUTy 

© 

Easy to get into, simple 
yet complex gameplay - 

that’s what we like 

lASTABILITY 

© 

If the N64 never gets 

another puzzle game, 

it won’t matter 

OVBBALL 

© 

Simply the best puzzle 
game on the N64. 

Buy it now! 
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REVIEW 


TAMAGOTCHI WORLD 
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PUBLISHER: Bandai 

DEVELOPER: Nintendo PLAYERS: 1 -4 

GAME TYPE: Board Came 

VERSION: Japanese 

SAVE GAME: Mn i (l^l 

. RUMBLE PAK: Mo ^ 

CARTRIDGE SIZE: CCIWB 




Whether yoii love them or hale them, everybody has heard of 
Tamagotchis. Mow they Ve coming to invade an M64 near you. Witt 
this be another cash-in, or will it be a great game in its own right? 
Read on to find out... 



It's hard to toil what stinks more 
- the Tamagotchis m the fish 




Pick a game, any game, as 
long as it *s the poo fight! 


• When Tamagotchi cyber 
pets were first introduced 
to the unsuspecting masses 
of the Japanese public, they were a 
great success. Here in England too, 
the cyberpet revolution took its hold 
on the country, with many people more 
than happy to shell out a tenner for 
their 'pet.’ Over in Japan, Bandai have 
now released a ferocious Tamagotchi 
which you train in a series of battles 
and fight against other Tamagotchis, 
and there is even a Game Boy game of 
a similar nature! 



Wait a minute - someone is 
cheating and using three dice 


So what’s the appeal of having a 
small plastic egg-shaped toy in your 
pocket? In Japan, where as you most 
probably know, it is a little cramped 
for space, children who wanted real 
pets but couldn’t have them were 
bought Tamagotchis instead. They soon 
caught on and were rapidly shipped 
off around the world, to the delight of 
children everywhere - they could now 
have a pet of their very own! However, 
the craze soon passed here in the UK, 
leaving hundreds of the little things 
without a friend or a battery. 



So that *s whoro tho iittio 


things corn# from... 

In Japan today, Tamagotchis are 
still very popular, and so it was only 
a matter of time before one of the 
larger software companies picked up 
on the opportunity to produce and 
market a Tamagotchi game - cue 
Nintendo, who in conjunction with 
Bandai have now produced this new 
title, Tamagotchi World. 

YOU lOORIMO 
ATMBI 

Tamagotchi World is basically just a 
board game on the N64. Tamagotchis 
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Your cute little Tamagotchi starts life as an egg, then after your first go it hatches and turns into a baby Tamagotchi 
If you nurse it, play with it and feed it correctly, it will grow up big and healthy, if you neglect the little blighter, 

it will turn into a sick Tamagotchi and probably die 
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TAMAGOTCHI WORLD 


REVIEW 


r - 


1st Impressions 



For the first ten minutes that I played this game, I did actually find it amusing. The cute play area and quirky antics of the little Tamagotchis 
on-screen kept me entertained nicely but then I’d only played it twice, so it hadn’t had time to annoy me yet! 


oc[]sa©©\T7raw/j, 





are the counters and their world is 
made up of a 'pop up’ board. 

Right from the word go, you’ll get 
an idea of what kind of game this is 
going to be. The children singing on 
the intro music and the hand-drawn, 
ZD graphics of the doctor and the nurse 
who host the whole affair, indicate 
immediately that it’s children who are 
the target audience for this title. 

The option screen lets you pick 
the colour and type of Tamagotchi 
you would like. It also has the option 
to have your every move explained, 
kind of like a tutorial for the first lap 
of the board, which will be very useful 
for anyone who can read Japanese! 
Next, you must choose your Tamagotchi 
egg’s name and colour. Now you’re 
finally set to play on the cardboard 
cut-out board. 

TAMA40TCHI LAW 

As the game starts you will see that 
the screen is split horizontally in two. 
The top half of the screen contains 


the little Tamagotchis, which displays 
the current condition of your own 
Tamagotchi counter, whilst the bottom 
half is the actual playing area. 

The rules sound simple enough, 
the point being not to get to the end 
of the board but to be the first person 
to successfully raise their Tamagotchi 


to full adulthood, feeding, cleaning 
and playing with them all the way. 

As in all good board games, the 
distance you move around the board 
is decided by a set of dice and your 
counter, which will hatch after the 
first go, is moved around the board. 
The game board has three routes, all 
of which have different amounts of 
good and bad squares to land on. The 
shorter path has more squares that 
will be detrimental to your health. 



Thtt Idtta Is to hit tho balloons 
and not tho bombs 

whereas the longer paths have more 
good squares, such as game squares. 

There are actually three types of 
squares to land on; the good squares, 
which increase your score by two, four 
or six points; the bad squares, which 
reduce your score by four or six points; 
and game squares, which will work 
slightly differently. There are also 
either single player games or four 
player games. 

Single player games are basically 
challenge-based and rely on beating 
the A button as fast as possible. The 
four player games can be just about 
anything, ranging from reflex tests 


that can involve mazes with electric 
fences, to some silly button bashing 
free-for-alls where you play a game 
similar to Hungry Hippos. Then there’s 
our personal favourite, the 'poo fight.’ 
where you have to throw poo at the 
other three players while avoiding 
being hit yourself by the excrement 
that is flying about the place. 

Other weird games include 'dodge 
the hammer’ - where you’ll have to 
guess on which side of a box your 


fft s not a corsb-in bwt It s 

not Or great game either ~ 
it fails someofhere In-between 


Tamagotchi is and drop a hammer 
on the other side guess wrong and 
your Tamagotchi gets squashed. 

When all’s said and done this isn’t 
a good game. The board game will 
hold your attention for five minutes 
and the small sub-games don’t add 
much to this (well, with the possible 
exception of the poo fight). Overall 
the game is nauseatingly cute, slow 
and disjointed. The music and sounds 
are irritating and the Tamagotchis 
themselves are just plain sickening. 

If you really enjoy playing with your 
Tamagotchi, there may be something 
here for you. As fot the rest of us, do 
not encourage thi.'^ kind of madness 
by purchasing this game. JIT 



OVERALL 


This should, have been a 
board, game for 99p not 
an N64 game for fFO 
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ROBOTRON 64 
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Jbi imtocMt passerby 9 «ts accosted, mistaken for llobotron, as 
he sneaks off into the background 


RoJbotron 64 is just one of 
many retro games making 
a nineties comeback, from 
ancient Ataris and Spectrums onto our 
newer machines. In some cases they 
are straight conversions, like Pacland 
on the PlayStation, whilst others have 
been given a full makeover, being 
transformed into an almost entirely 
new game. But is it wise to try and 
revive the games that we held so dear 
all that time ago? 

DO ANDROID! 
DREAM OF 
ELECTRIC SHEEPI 

As far as conversions go, RoJbotron 
64 is a bit of both. It has managed to 
retain its original look and feel, whilst 
the graphics have been changed just 
enough to make them a little more 
up to date, by adding more colour 
and changing the sprites into slightly 
sparse and blocky, polygon-based 
characters. The game’s backdrop is 
made up from a selection of rather 


uninspired, gentle looking background 
colours, which are functional enough 
but little more. 

AAME ON 

The gameplay of RoJbotron 64 is very 
basic. There are no set missions, no 
real goals and not a single objective 
in sight. The whole idea is to save all 
the humans and clear the level of all 
the man-eating alien robot types who 
will be wandering around, eating up 
people, shooting at you and generally 
making a nuisance of themselves. 

Your enemies range from droids 
that attempt to overwhelm you by 



After a nipht ou tke ate, one 
sheulil keep away from matches 



sheer numbers and then pummel you 
to death, to mushroom brain creatures 
that shoot guided missiles at you and 
turn innocent bystanders into nasty 
bio-homing missiles. Some robots you 
come across are literally indestructible; 
they merely get in the way and kill 
innocent people as they’re wandering 
around, making your life that little bit 
more difficult. 

At twenty level intervals there are 
bonus stages, where 99 Weebles fly 
rapidly across the screen and you must 
attempt to shoot as many as possible. 

Robotron’s weapons start out with 
a single laser that can be controlled 
by all of the C buttons or the analogue 
stick on a second controller. As you 
progress through the game you will 
pick up limited power-ups, enabling 
you to shoot in up to four directions at 
once. Occasionally you’ll come across 
a nifty flamethrower, which is ideal 
for clearing enemy mines and robot 


I 4^.,. 


Mike Air Ac»koftron are aii ike 
faskion ikese days 
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1st Impressions 

The first moments of playing Robotron 64 are very frantic and can Jbe quite confusing, if you haven’t played the original. The sad thing is that 
after you’ve played for ten minutes, you’ll have seen - albeit on a small scale - exactly what the rest of the game is going to be like. 

---- " O’® GD©2]<D.®Q®a 




Robotron is back from the Qoldeii arcades of 
yesieryear, siraighi onio ihe M64. Is if wise 
to recreate cherished childhood games? 




Stroiling through his neighbourhood, Robotron senses 
something's amiss 


invaders alike. This robot blasting goes 
on for well over 100 levels - which is 
good news, as we got past 60 the first 
time we played it. You do die quite 
often, but as you get a one-up after 


completing every level, it’s not unusual 
to have upwards of twenty lives. 

If you’re finding the game a bit too 
easy, there are ten difficulty settings 


to play on. There is also the option 
of a two player mode. Unfortunately 
this is turn-based, so you can’t even 
co-operate and you’ll have to wait 
for the other player to die before it’s 


your go! Two player mode basically 
involves a lot of waiting for the next 
player to finish, then playing through 
the same levels, all over again. 



The price of failure is so high 
- defeat is not an option 


SOUND OFF 

Robotron 64 is, as has already been 
said, an old game that is set in the 
future. In an attempt to accurately 
project these ideas, the in-game music 
is a mix of eighties disco and techno. 
Although this may sound a little bit 
strange, it does actually work very 
well. The tracks change regularly, so 
you won’t find yourself becoming 
annoyed by the same old background 
music throughout the game. All of the 
weapons, too, have a distinct eighties 
style and emit various futuristic sounds 
that change as your weapon becomes 
more powerful. 

The Space Invader Xype robots also 
sound pretty much the same as their 
arcade counterparts and as they go 
around chewing innocent bystanders, 
their victims.have a charming habit 
of screaming - just to let you know 


Ptnyers toitny demccncl nturh 
more front their games than 
mindless blast- em-up astion 



BoaoTBOSio o 




Robotron has had a bit of a going over for his nineties comeback - unfortunately it would seem that he only got a 
cosmetic makeover and no one saw fit to address his gameplay 


that you have failed to achieve your 
goal in a small way on that level. 

This brings us to the big question: 
is Robotron 64 really going to be worth 
forking out 50 notes for, just for a 
bit of slightly repackaged nostalgia? 
Well, my opinion is 'no.’ Robotron 64 
is just that - Robotron but on the N64. 
This would have been nice as a bonus 
game maybe, as part of a package 
but let’s be honest; computer games 
have changed a lot since 1984, when 
the original Robotron 2084 came out. 
Players today demand much more from 
their games than mindless blast-’em-up 
action, where the only real purpose 
is to rack up points. Basically, if you 
see this on the shelf next to Goldeneye, 
there can be only one choice. JtT 



CRAPHKf 

© 

A Plasticine man, set on 
a Lego paving slab - not 
really ground breaking 

SOUND 

© 

A trance beat that’s 

oddly accompanied by 
Buck Rogers laser sounds 

PlAYABILITy 


Very samey. In fact, over 

a hundred levels of doing 

exactly the same thing 

LAfTABILITY 


If you complete it once, 

you’ll probably be happy 
to do it again 

OVERALL 

Q 

Repetitive gameplay and 
uninspiring graphics - 

it’s not for me 
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Welcome to the new took reviews round up. Here you Xt 
find toads more useful information that wilt help you 
decide which games to buy... 



lUCiilX 


THE ICOHf 




Wi-V lliJi 


Save ^me: 
Memory Pak, 
battery backup 
or password 


This will tell 
you if the game 
is Rumble pak 
compatible 


How big the 
game is in 
terms of 


Number of 
players that 
can play 


memory (Mbits) the game 


iThl$ will tell you if the game is the PAL version, which means thaf 
there is no rreed for either converters or i m p er tei^ fees 


-\f the game has this icon then you’ll know that its county of origin 
is Japan. If you want to buy the game ynu will have to get it from 
an importer 


If the game has this icon then you’ll know that its country of origin 
is America. If you want to buy the game you will have to get it 
from an importer 


ABRO GAUCIB \ 2 : 


A futuristic racing game that boasts great speed 
but also an unsightly amount of pop up. There isn’t 
enough to keep you interested for long, so if this 
your type of thing, you’d be best advised to wait 
for F-Zero X. 



• PUBLISHER: ASCII 
•DEVELOPER: U»comoUve 

• RELEASED: Out Now 

• REVIEWED: Issue 14 


ART OF FIOHTINO TWIN 


O 


• PUBLISHER: Culture Brain 

• DEVELOPER: In-house 

• RELEASED: Out Now 

• REVIEWED: Issue 14 



Arguably the best beat-’em-up on the N64, with 
the exception of Fighters Destiny, it’s the closest 
thing you’ll come to Tekken and plays similarly to 
Namco’s benchmark title. However, it’s sadly only 
available on import. 



I TOTAL 64 ISSUE FIFTEEN 




• PUBLISHER: Video Sys. 

• DEVELOPER: Paradigm 

• RELEASED: Out Now 

• REVIEWED: Issue 11 


pTom the CTeatoTS of PilotWings, so you’d expect 
this arcade flight sim to be much better than it is. 
Suffers from a snail’s pace frame rate that ruins 
the entire game. Promises much, fails miserably 
to deliver. 





• PUBLISHER: Nintendo 

• DEVELOPER: Titus 

• RELEASED: Out Now 

• REVIEWED: Issue 11 


Another driving game that fails to impress. Suffers 
from unrealistic car handling, shabby graphics and 
poorly designed tracks. The only good thing going 
for this game is the realistic feeling of speed. 
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BLAST COBBS 


• PUBLISHER Nintendo 

• DEVELOPER: Rare 

• RELEASED: Out Now 

• REVIEWED: Issue 3 


Rare’s first title for the N64 is a wonderfully original 
game. It’s something close to an arcade puzzle game, 
where you have to save the world from a nuclear 
holocaust by demolishing buildings. 



CHAMBIBON TWIST ^ 


A Mario 64 wannabe that introduces some new ideas 
to the old platform genre but is severely hampered 
by being far too easy and short-lived. With only six 
levels, you’ll have completed this one by lunchtime. 
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• PUBLISHER: Ocean 

• DEVELOPER: SunsoH 

• RELEASED: Out Now 

• REVIEWED Issue 11 



DARK RIFT 


• PUBLISHER: Vic Tokai 

• DEVELOPER: In-house 

• RELEASED: Out Now 

• REVIEWED: Issue 10 


Another Tekken wannabe falls way short of that mark, 
by having far too few moves and a very limited 
number of characters. The graphics are nice but 
the gameplay is very dated by today’s standards. 



BOMBBBMAN 64 


• PUBLISHER: Nintendo 

• DEVELOPER: Hudson 

• RELEASED: Out Now 

• REVIEWED Issue 9 


One of the most enduring videogames of all time is 
transformed on the N64 to something akin to Mario 64. 
Not bad but the two player mode, which Bomberman 
is best know for, is a complete letdown. 
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CBUM'N USA 


> PUBLISHER: Nintendo 

• DEVELOPER: Midway 
» RELEASED: Out Now 

• REVIEWED: Issue I 


Nintendo’s first attempt at a driving game harks back 
to Sega’s Out Run, with emphasis on getting past cars, 
rather than staying on the track. As a result, the 
control method is poor and you’ll soon get bored. 
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DOOM 64 


• PUBLISHER: CTI 

• DEVELOPER Midway 

• RELEASED: Out Now 

• REVIEWED Issue 3 


The classic PC game is brought up to date using the 
N64’s truly wonderful graphical capabilities but the 
gameplay remains much the same. If you loved the 
original you’ll enjoy this but it still doesn’t compare 
to Goldeneye. 
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REVIEWS ROUND UP 


ISSUE FIFTEEN 


DIDDV KONfi RA<IN« 


> PUBLISHER: Nintendo 

• DEVELOPER: Rare 

* RELEASED: Out Now 

> REVIEWED: Issue 10 


The game that Mario /Tarf should have been? The one 
player mode takes ideas first seen in Mario 64 and 
introduces them into a racing game. Lots of fun but 
perhaps just a little too cute for older players. 





OUT OF 100 


DUKE NUKEM 64 


• PUBLISHER: CTI 

• DEVELOPER: In-house 

• RELEASED: Out Now 
» REVIEWED: Issue 10 


The Dook finally gets his N64 debut and boy, is he a 
tough mutha! Everything is here from the PC version, 
minus the dodgy strippers - there is excellent level 
design, some wicked humour and heaps of attitude. 
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n POLE POSITION 


O 


» PUBLISHER: Ubi Soft 
» DEVELOPER: In-house 

> RELEASED: Out Now 

> REVIEWED: Issue 11 


Yet another N64 developer tries to emulate the driving 
game phenomenon of the PlayStation and succeeds, 
to a certain degree. Fans of the sport will lap this up: 
all the options and gear ratios you could ever want. 
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DUAL HEROIt 


o 


• PUBLISHER: Hudson 

» DEVELOPER: In-house 

• RELEASED: Out Now 
> REVIEWED: Issue 10 


Dual Heroes \s just your average beat-'em-up but with 
this 'big’ attraction: the characters look just like the 
Power Rangers! Lacks any sort of depth or fluidity to 
be able to compete with others on the N64. 
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EXTREME 6 


> PUBLISHER: Acclaim 
* DEVELOPER: Probe 
» RELEASED: Out Now 
» REVIEWED: Issue 9 


The game that proves the N64 can indeed 'do’ fast 
racing games. Basically Wipeout ot\ bikes. Extreme 
C is a rollercoaster of a ride and can, at times, be 
a little frustrating to control. Apart from that, it’s 
excellent fun. 
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FAMISTAR 64 


» PUBLISHER: Namco 

• DEVELOPER: In-house 

• RELEASED: Out Now 
> REVIEWED: Issue 11 


Namco’s first excursion onto the N64 harks back to 
Smash Tennis on the SUES in this highly playable 
baseball game. Probably the best parts, however, are 
the unusual training games. They have nothing to do 
with baseball! 
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FIFA: RTWC '98 


FIGHTERS DESTINY 


• PUBLISHER: CA 

> DEVELOPER: In-house 

> RELEASED: Out Now 
» REVIEWED: Issue 12 


Has pretensions to be a football simulation rather 
than an arcade game. As a result, the control method 
is over complicated and the game is just too slow 
to be able to compete with ISS 64. 
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• PUBLISHER: Ocean 

• DEVELOPER: Imagine 
» RELEASED: Out Now 
» REVIEWED: Issue 12 


Fighters Destiny is something of a novelty: it’s a 
fighting game that doesn’t try to copy Tekken\ As a 
result, this game has a highly enjoyable and original 
fighting system. The best on the N64 - so far. 
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OOLDEKEYE 007 


• PUBLISHER: Nintendo 

• DEVELOPER: Rare 

• RELEASED: Out Now 

• REVIEWED: Issue 8 


In our opinion, the Jbest game on the N64. With 
wonderful mission based gameplay, superb 
graphics and a truly excellent multiplayer option, 
this game is leagues ahead of any other first person 
shooter. 



lYLAT WARf/fTARPOX 64 


• PUBLISHER: Nintendo 

• DEVELOPER: Nintendo 

• RELEASED: Out Now 

• REVIEWED: Issue 8 


Similar in gameplay to the SNES version, this has one 
main advantage: its breathtaking graphics that make 
you feel like you’re taking part in a movie. An excellent 
multiplayer option is the icing on the cake. 



MAPDEN 64 


• PUBLISHER: Nintendo 

• DEVELOPER: Nintendo 

• RELEASED: Out Now 

• REVIEWED: Issue 12 


This game lacks the official license and graphical 
finesse of HFL QBC '98 but has excellent Al and more 
intuitive gameplay. If you like American Football, 
then you’ll probably love this. 



MK MyTHOlOAIBf 


• PUBLISHER: CTI 

• DEVELOPER: Midway 

• RELEASED: Out Now 

• REVIEWED: Issue 12 


This is best described as a scrolling version of Mortal 
KomJbat and as such is a bit poor. Has pretensions to 
be an RPG but all this basically boils down to is you 
learning a few new moves. Don’t buy this game. 








MS 64 


MA<Bt THB DARK AAR 


MARIO KART 64 


MRC 


• PUBLISHER: Nintendo 

• DEVELOPER: Nintendo 

• RELEASED: Out Now 

• REVIEWED: Issue 4 


The best footy game on the N64? You betcha! With its 
arcade style gameplay you’ll be hooked on the first 
play but as you learn more, you’ll realise that this 
game has a depth unlike any other. 


• PUBLISHER: Nintendo 

• DEVELOPER: Nintendo 

• RELEASED: Out Now 

• REVIEWED: Issue 9 


> PUBLISHER: Nintendo 

• DEVELOPER: Nintendo 

• RELEASED: Out Now 

• REVIEWED: Issue 1 


Not too dissimilar to the SNES version but with much 
better graphics, longer courses and an excellent 
multiplayer option. This is probably still the most 
fun racing game on the N64. 


> PUBLISHER: Nintendo 

• DEVELOPER: Nintendo 

• RELEASED: Out Now 

• REVIEWED: Issue 7 


An average racing game that has a good control 
method and allows you to customise your cars. Mainly 
let down by having only three tracks (six if you include 
mirrors). Not bad but there’s better out there. 


A conversion of an excellent arcade game, Mace puts 
the emphasis on weapons in this gory beat-’em-up. 
Based on the MK control system but set in a more 
'real’ 3D environment, this is a serious alternative 
to Fighters Destiny. 
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NAGANO OLYMPICS '98 1^ 


69 

OUT OF 100 
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MLOTWINQf 64 


Still one of the best games on the N64. The inventive 
mission-based gameplay is matched only by the 
amazing graphics. You’ll enjoy playing the missions 
but it’s just as much fun exploring the immersive 
landscapes for fun. 
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SUPER MARIO 64 


SNOWBOARD KIDS 


TOP OBAR RALLY 
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NFL QBC ^98 


ISSUE FIFTEEN 


TOTAL 64 ISSUE FIFTEEN 


• PUBLISHER: Nintendo 

• DEVELOPER: In-house 

• RELEASED: Out Now 
> REVIEWED: Issue 1 


The game that started it all. A wonderful experiment 
into how a 3D game could work and Shig Miyamoto 
carries it off with aplomb. Quite magnificent - if you 
own an N64 and haven’t played this, then you’re mad! 


> PUBLISHER: Nintendo 

> DEVELOPER: Kemco 

> RELEASED: Out Now 
» REVIEWED: Issue 10 


Probably the best, most challenging driving game on 
the N64. Has realistic car handling and some smooth 
graphics. Only let down by having the poorest computer 
controlled cars in history. 


Konami’s Winter Olympics license has a few good 
moments, namely the downhill skiing sections, but 
most of it makes you feel like you’re just not in 
control of the on-screen action. 


> PUBLISHER: Acclaim 

* DEVELOPER: I 

• RELEASED: ( 

» REVIEWED: Issue 13 


Acclaim’s hi-res pretender to the American Football 
crown is superbly well presented and offers a 
satisfying simulation of the game. Similar to 
Madden in many ways - which is a good thing. 


• PUBLISHER: Nintendo 

• DEVELOPER: Atlus 

» RELEASED: Out Now 

• REVIEWED: Issue 13 


With cutesy racing, power ups and snow. Snowboard 
Kids is best described as Mario Kart on snowboards. 
This is a lot of fun but lacks the depth of gameplay 
to offer older players a serious challenge. 


• PUBLISHER: Nintendo 

• DEVELOPER: In-house 

• RELEASED: Out Now 

• REVIEWED: Issue 10 


A good attempt to bring the classic puzzle game into 
three dimensions. Takes a while to get into but once 
you do, you’ll be hooked. Also features some of the 
best music yet heard in an H64 game. 


• PUBLISHER: Konami 

• DEVELOPER: In-house 

• RELEASED: Out Now 

• REVIEWED: Issue 8 
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• PUBLISHER: Nintendo 

• DEVELOPER: Paradigm 

• RELEASED: Out Now 

• REVIEWED: Issue I 
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* PUBLISHER: GTI 

* DEVELOPER: Midway 
> RELEASED: Out Now 

* REVIEWED: Issue 14 


One of the scariest PC games ever gets an N64 makeover 
and retains everything that was in that groundbreaking 
title. Even the multiplayer game is here but still, it’s 
not as good as Goldeneye. 
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WAVE RACE 64 


> PUBLISHER: Acclaim 

> DEVELOPER: Iguana 

* RELEASED: Out Now 

• REVIEWED: Issue 3 


Overshadowed by the amazing Goldeneye recently but 
this is still an excellent game. Featuring excellent 
animation and some of the most fearsome weaponry 
ever, Turo/rwill offer you quite a challenge. 



* PUBLISHER: Nintendo 
> DEVELOPER: In-house 

• RELEASED: Out Now 
» REVIEWED: Issue 2 


Technically superb, this game offers the player a 
realistic experience of racing on water. The one 
player game is short-lived, so unless you like Time 
Trials, you’ll grow tired of this one quickly. 









OUT OF 100 


WCW Vf NWO 


}2 m YOfHPS STORY 


• PUBLISHER: THO 

• DEVELOPER: In-h 

• RELEASED: Out Now 

• REVIEWED: Issue 11 


If you can get past the wrestling, you’ll find this to be 
an excellent fighting game with loads of characters 
and moves. This game also boasts one of the best four 
player games on the N64. 


• PUBLISHER: Nintendo 
» DEVELOPER: Nintendo 

• RELEASED. Out Now 
> REVIEWED: Issue 1 3 


We were disappointed with this one - we were all 
expecting Mario World for the N64 but it turned out 
to be something of a limited 2D platformer. Too easy 
and too short-lived for mature gamers. 
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64 OOZUMO 

OCEAN 

SUNSOFT 

OUT NOW 

•> 

39 

ISSUE 12 

DORAEMON 

NINTENDO 

EPOCH 

OUT NOW 


69 

ISSUE 3 

DYNAMITE SOCCER 

IMAGINEER 

IN-HOUSE 

OUT NOW 


25 

ISSUE 9 

FIFA 64 

ELECTRONIC ARTS 

IN-HOUSE 

OUT NOW 

O 

58 

ISSUE 3 

HEXEN 64 

iD/GT INTERACTIVE 

SOFTWARE CREATIONS 

OUT NOW 

o 

63 

ISSUE 6 

HUMAN GRAND PRIX 

HUMAN ENTERTAINMENT 

IN-HOUSE 

OUT NOW 

•) 

72 

ISSUE 3 

J-LEAGUE STRIKER 

KONAMI 

IN-HOUSE 

OUT NOW 


93 

ISSUE 1 

JIKKYOU WORLD SOCCER 3 

KONAMI 

IN-HOUSE 

OUT NOW 

•j 

97 

ISSUE 9 

KILLER INSTINCT GOLD 

NINTENDO 

RARE 

OUT NOW 


69 

ISSUE 1 

KING OF PRO BASEBALL 

NINTENDO 

IMAGINEER 

OUT NOW 

•j 

82 

ISSUE 2 

MK TRILOGY 

ACCLAIM 

PROBE 

OUT NOW 

o 

67 

ISSUE 1 

NBA HANGTIME 

MIDWAY 

MIDWAY 

OUT NOW 

o 

51 

ISSUE 8 

PUYO PUYO SUN 64 

COMPILE 

COMPILE 

OUT NOW 

•j 

71 

ISSUE 12 

SAN FRANCISCO RUSH 

GT INTERACTIVE 

MIDWAY 

OUT NOW 


57 

ISSUE 11 

SHINDOU MARIO 64 

NINTENDO 

IN-HOUSE 

OUT NOW 

•j 

96 

ISSUE 7 

SHINDOU WAVE RACE 64 

NINTENDO 

IN-HOUSE 

OUT NOW 

•j 

93 

ISSUE 7 

STARFOX 64 

NINTENDO 

IN-HOUSE 

OUT NOW 


94 

ISSUE 4 

ST ANDREWS GOLF 

SETA 

SETA 

OUT NOW 


42 

ISSUE 1 

WAR GODS 

GT INTERACTIVE 

MIDWAY 

OUT NOW 

O 

69 

ISSUE 10 

WAYNE GRETZKY’S 3D HOCKEY 

NINTENDO 

MIDWAY 

OUT NOW 

O 

82 

ISSUE 2 

WAYNE GRETZKY’S 3D HOCKEY ’98 

MIDWAY 

IN-HOUSE 

OUT NOW 

O 

73 

ISSUE 13 

WHEEL OF FORTUNE 

GAMETEK 

IN-HOUSE 

OUT NOW 

•j 

13 

ISSUE 12 

WILD CHOPPERS 

SETA 

IN-HOUSE 

OUT NOW 


72 

ISSUE 12 

WONDER PROJECT JZ 

NINTENDO 

ENIX 

OUT NOW 


69 

ISSUE 5 
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CHANGE COLOURS 


On the plane select screen press the R button to change the colour scheme of your plane 


EXTRA PILOT AND F-15 


On the title screen (where it says "press start”) press Left C, Down C, Right C, Up C, Left C, 
Right C, Down C to access a secret plane Td4 


CHEATS 


THE CHEATY MONKEY 


If you want some monkey magic then took no further than our 
resident banana munching freak, the cheaty monkey...! 


ACCESS TO THE OTHER COURSES 

By doing this cheat you’ll have access to three of the levels that you race on when you 'Cruise the 
USA’ but don’t normally have access to on the regular, individual level select screen. This way you 
can race on the boards to try to beat your record times, without having to cruise the whole of the 
USA first. 

The first thing you must do is go to the course select screen. Now hold down the 
following button combinations for different areas: 

GOLDEN GATE PARK - Left C, Bottom C and L (on top of the controller) 

INDIANA - Top C, Right C and L (on top of the controller) 

SAN FRANCISCO - Right C, Bottom C and L (on top of the controller) 


GOLDENEYE CHARACTER CHEAT 

Yes it’s true, the game that you thought had no cheat codes has 
one! This cool cheat was only discovered thanks to Richard Payne and 
Neil Burdess (aged thirteen) and if entered correctly, gives you loads 
more characters for the multiplayer mode, including a terrorist, 'Alan’ 
and even a cleaning lady! 


For this to work you have to have gained all the extra multiplayer 
characters by completing the game on Agent difficulty. When you 
have these, go to the character select screen and highlight the last 
character (Moonraker Elite). Now enter these commands: 

Hold L and R and press Left C 
Hold L and press Up C 
Hold L and R and press Left on the D-Pad 
(not analogue stick) 

Note: Doing this will select a different character on the screen. 
This is supposed to happen! 

Hold L and press right on the D-Pad 
Hold R and press down on the D-Pad 

Hold L and R and press Left C 
Hold L and press Up C 
Hold L and R and press right on the 
J D-Pad 

■ Hold L and R and press down C 

Hold L and press down on the D-Pad 


ACCESS THE HIDDEN CARS 

You can select from a Jeep, Police Car and School Bus. The first thing you must do is go to the car 
selection screen. Now hold down Top C, Left C and Bottom C all at the same time. 

If you hold down those buttons over the '63 Muscle Car (the leftmost car) then you can choose 
the Jeep 

If you hold down those buttons over the La Bomba (second from the left) then you can choose 
the School Bus 

If you hold them down over the Devastator VI (the grey car which is third from the left) then 
you can choose the Police Car. Holding those buttons down over the rightmost car will do nothing. 


FLASHING LIGHTS WITH SIREN 

The first thing you must do is select the Police Car or the School Bus. Next you can pick any 
track to race on. You must get a "Hot Time” on that course. After you put your initials in on 
the "Hot Times” screen, you must go all the way to the bottom of the "Hot Times” list. Now 
hold left for about 35 seconds (you’ll see the rollers moving to the left). If you choose the 
police car or school bus, get a Hot Time and you’re at the bottom of the list, a rather spooky 
disembodied head will come rolling across the screen, saying "I love this job.” Now exit the 
"Hot Times” screen and choose another board to race on. Once you’ve begun the actual 
race, press Brake, Brake, Accelerate fairly quickly. If you did everything correctly, the 
lights on your Police Car will be flashing and your siren will be going off, or the lights on 
the School Bus will be going off. 


There is no sound to confirm that you 
have entered the cheat correctly, the 
characters will just appear. Enjoy! 


NITRO BOOST 

This code is activated in the same way as the "Flashing Lights with Siren” code below. Get 
your name on the "Hot Lists”, scroll to the bottom of the list, then hold down the left button 
for about 35 seconds, until the head comes rolling across the screen again. Using any car in 
any race, you can now get a Nitrous Boost by pressing Brake, Brake, Brake, Gas, Brake, Gas. 


Please note: you can only use this once for every checkpoint passed. 
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JUKEBOX 


The following cheats are entered at the 
’Magic Codes’ options. After you turn the 
game on, just go to Options, then to 
Magic Codes. 


Access the music menu 


TIMETOLOSE 

Ultimate computer Al 
TEENYWEENIES 


Small racers 

DOUBLEVISION 

Select same player 

WHODIDTHIS 

See game credits 

OFFROAD 


MAGIC CODES: 

BYEBYEBALLOONS 

All the weapons are disabled for 

the computer 

TOXICOFFENDER 


All balloons are green 
BODYARMOR 

All balloons are yellow 

OPPOSITESATTRACT 

All balloons are rainbow 

BOMBSAWAY 

All balloons are red 

VITAMINB 

No limit to bananas 
BOGUSBANANAS 

Bananas reduce speed instead of 
increase speed 
NOYELLOWSTUFF 

Makes the bananas have no effect 
BLABBERMOUTH 

Random character noises are played 

instead of a horn 

JOINTVENTURE 

Two player adventure mode ^ 

ZAPTHEZIPPERS I 

All the zippers will disappear " 

FREEFORALL i 


Makes karts 4x4s 


ARNOLD 


Large characters 


GETTING DRUMSTIK: 

In order to get Drumstik up as a selectable 
character, you must first collect all of the 
amulet and TT pieces. Once you’ve done 
that and opened up the Wiz Pig face, you 
can get him. Here’s how: go to the main 
outer world and look at the frogs 
that are hopping around the 
water. One will have little red 
rooster feathers on its head. 

Run over it and Drumstik will 
appear, then you’ll be put 
back in the centre of the 
P:l, field. Immediately go to 

ja Ri^i^ game, then start a 
new game and you’ll 
find Drumstik 
is between 
Diddy and 

^ ^ Bumper. T64 


Maximum power-up 
FREEFRUIT 


Start with ten bananas 


Demons getting you down? Monsters making 
you mad? Fear not! Here come the Total 64 
team, armed with some top level codes 
and a secret super password! ^ 


SKILL LEVEL BE GENTLE! 

Level 02: cdp 8 9bj2 682 t svk? 
Level D3; cxm 8 9bjy 681t jvk? 
Level 04: ddk 8 9bjt683s 9vk? 
Level 05: dxh 8 9bjp685s Ivk? 
Level 06: fdf 8 9bjk687s svk? 
Level 07: fxc 8 9bjf689s jvk? 
Level 08. gd ?8 9bc?69br ?bk? 
Level 09: gx 88 9bc6 69dr 2bk? 
Level 10: hd 68 9bc2 69gr tbk? 
Level 11: hx48 9bcy 69jr kbk? 
Level 12: jd28 9bct 691q ?bk? 
Level 13: jx08 9bcp 69nq 2bk? 
Level 14: kdy 8 9bck 69qq tbk? 
Level 15: kxw 8 9bcf 69sq kbk? 
Level 16: lft 8 9bb? 69vp ?vk? 
Level 17: lyr 8 9bb669xp 2vk? 
Level 18: mfp 8 9bb269zp tvk? 
Level 19: mym 8 9bby691p kvk? 
Level 20: nfk 8 9bbt693n ?vk? 
Level 21: nyh 8 9bbp695n 2vk? 
Level 22: pff 8 9bbk697n tvk? 
Level 23: pyc 8 9bbf699n kvk? 
Level 24 qf ?8 9bf?6?bm ?bk? 
Level 25: qy 88 9 bf 66 ?dm 2bk? 
Level 26 rf 68 9bf26?gm tbk? 
Level 27: ry48 9bfy 6 ?jm kbk? 
Level 28: sf28 9bft 6?11 ?bk? 
Level 29: sy08 9bfp 6 ?nl 2bk? 
Level 30: tfy 8 9bfk 6 ?ql tbk? 
Level 31: tyw 8 9bff 6 ?sl kbk? 
Level 32: vbt 8 9bd? 6 ?vk 9vk? 


Level 13: jlOr 9bcn 69n7 Obk? 
Level 14: kjyr 9bcj 69q7 rbk? 
Level 15: kiwr 9bcd 69s7 hbk? 
Level 16: Iktr 9bb9 69v6 8 vk? 
Level 17: 12rr 9bb5 69x60vk? 
Level 18: mkpr 9bb1 69z6rvk? 
Level 19: m2mr 9bbx6916 hvk? 
Level 20: nkkr 9bbs6935 8 vk? 
Level 21: n2hr 9bbn 6955 Ovk? 
Level 22: pkfr 9bbj 6975 rvk? 
Level 23 p2cr 9bbd 6995 hvk? 
Level 24: qk?r 9bf9 6?b4 8 bk? 
Level 25: q28r 9bf5 6?d4 Obk? 
Level 26: rk 6 r 9bf1 6?g4 rbk? 
Level 27: r24r 9bfx 6?j4 hbk? 
Level 28: sk2r 9bfs 6?13 8 bk? 
Level 29: s20r 9bfn 6?n3 Obk? 
Level 30: tkyr 9bfj 6?q3 rbk? 
Level 31: t2wr 9bfd 6?s3 hbk? 
Level 32: vgtr 9bd9 6?v2 7vk? 


SKILL LEVEL - I OWN DOOM' 

Level 02; cnn 8 9bj0 680t nvk? 
Level 03: c518 9bjw 682t dvk? 
Level 04: dnjS 9bjr 684s Svk? 
Level 05: d5g8 9bjm 686 s xvk? 
Level 06: fnd 8 9bjh 688 s nvk? 
Level 07: f5b8 9bjc 68 ?s dvk? 
Level 08: gn98 9bc8 69cr 6 bk? 
Level 09: gS78 9bc4 69fr ybk? 
Level 10: hn58 9bc0 69hr pbk? 


US VERSION ONLY 


SKILL LEVEL - BRING IT ON! 


CHEAT MENU 

On the Main Menu screen press Left, Left, L, L, Right, Right, Left. Left 


Level 02: cjpr 9bj1 68 z? qvk? Level 11: h538 9bcw 69kr fbk? 

Level 03: cimr 9bjx 681? gvk? Level 12: jnl 8 9bcT 69mq 6 bk? 

Level 04: djkr 9bjs6839 7vk? Level 13: j5z8 9bcm 69pq ybk? 


After entering the cheat menu code above try entering this to get all items: R, Right C, Right, 
L, Left C, Left, Right C, Right 


Level 05: dihr 9bjn6859 zvk? 
Level 06: fjfr 9bjj 6879 qvk? 
Level 07: ficr 9bjd 6899 gvk? 


Level 14: knx 8 9bch 69rq pbk? 
Level 15: k5v8 9bcc 69tq fbk? 
Level 16: lps 8 9bb8 69wp 6 vk? 


To get invincibility, press the R button seven times then press Left on the D-Pad 


Level 08 gj?r 9bc9 69b8 8 bk? 
Level 09: g18r 9bc5 69d8 Obk? 


Level 17: 16q8 9bb4 69yp yvk? 
Level 18: mpn 8 9bb0 690p pvk? 


To switch all monsters off. enter the code to bring up the cheat menu (see above for details) 
and press; L, Left C, Left, R. Right C, Right, Left, Left, Right. You will hear a noise if the code 
has been entered correctly and you will now be able to turn the monsters on and off. 


Level 10 hj 6 r 9bc1 69g8 rbk? 
Level 11: h14r 9bcx 69j8 hbk? 
Level 12: Jj2t 9bcs 6917 8 bk? 


Level 19: m618 9bbw 692p fvk? 
Level 20: npj 8 9bbr 694n Svk? 
Level 21: n 6 g 8 9bbm 696n yvk? 
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THE CHEATY MONKEY 


IS,'sue fifteen 



Level 22: ppd8 9bbh 698n pvk? 

Level 05: d9gr 9bjl 6869 vvk? 

Level 21: n?gr 9bbl 6965 wvk? 

health, 200 armour, all weapons, full ammo. 


Level 23: p6b8 9bbc 69?n fvk? 

Level 

06; fsdr 9bjg 6889 Ivk? 

Level 22: ptdr 9bbg 6985 mvk? 

the backpack and the three pentagram items 


Level 24. gp98 9bf8 6?cm 6bk? 

Level 

07: f9br 9bjb 68?9 bvk? 

Level 23: p?br 9bbb 69?5 cvk? 

that enhance your laser gun, making it up to 


Level 25: q678 9bf4 6?fm ybk? 

Level 

08: g$9r 9bc769c8 4bk? 

Level 24: qt9r 9bf7 6?c4 4bk? 

three times more powerful than the BFG9000. 


Level 26: rpSB 9bf06?hm pbk? 

Level 

09: g97r 9bc3 69f8 wbk? 

Level 25: q?7r 9bf3 6?f4 wbk? 

This weapon can apparently kill the last boss 


Level 27: r638 9bfw 6?km fbk? 

Level 

10: hs5r 9bcz 69h8 mbk? 

Level 26: rt5r 9bfz 6?h4 mbk? 

in four seconds! The code iS: 


Level 28: spl8 9bfr 6?ml 6bk? 

Level 11: h93r 9bcv 69k8 cbk? 

Level 27: r?3r 9bfv 6?k4 cbk? 

'SV' 


Level 29: S 628 9bfm 6?pl ybk? 

Level 

12: jslr 9bcq 69m7 4bk? 

Level 28: stir 9bfq 6?m3 4bk? 

The pentagram items also let you use the 


Level 30: tpx8 9bfh 6?rl pbk? 

Level 

13: j9zr 9bcl 69p7 wbk? 

Level 29: s?zr 9bfl 6?p3 wbk? 

three switches in the last level (closing all the 1 


Level 31: t6v8 9bfc 6?tl fbk? 

Level 

14: ksxr 9bcg 69r7 mbk? 

Level 30: ttxr 9bfg 6?r3 mbk? 

gates that spawn the monsters) and make 


Level 32: vls8 9bd8 6?wk Svk? 

Level 

15: k9vr 9bcb 69t7 cbk? 

Level 31: t?vr 9bfb 6?t3 cbk? 

the laser shoot more quickly and strongly. 



Level 16: Itsr 9bb7 69w6 4vk? 

Level 32: vqsr 9bd7 6?w2 3vk? 



SKILL LEVEL - WATCH ME DIE! 

Level 

17: l?qr 9bb3 69y6 wvk? 


Credit goes out to Justin McWilliams for 


Level 02: csnr 9bjz 680? Ivk? 

Level 

18: mtnr 9bbz 6906 mvk? 

SUPER PASSWORD 

most of the Doom 64 stuff. 


Level 03: c9Ir 9bjv682? bvk? 

Level 

19: m?lr 9bbv 6926 cvk? 

Entering this code on the password screen 

Visit his Website at:http://www.geocities. 


Level 04: dsjr 9bjq6849 3vk? 

Level 

20: ntjr 9bbq 6945 4vk? 

will start you on the very last level with 100 

com /Paris/7499/index.html. 


EXTREME SPEED 

For the ultimate challenge, try the Extreme Mode. 
Simply enter 'xtreme’ as your name at the name 
selection screen (Contest Mode) and it cranks up 
the speed even more. Combine with Fisheye for some 
insane action 

EXTREMELY GHOSTLY 

Enter the word 'ghostly’ at the name entry screen (in 
the Contest Mode) and all the track polygons will be 
transparent. You can now see right through the walls 
and even through the very ground you race on 

MAGNIFY MODE 

Enter the word 'magnify’ at the name entry screen 
and your view will be distorted (magnified). Your 
bike is now at the very bottom of the screen and 
everything will seem huge 

RACE UPSIDE DOWN 

Enter the word 'antigrav’ at the name entry screen 
(Contest Mode) and you will finally be able to race 
upside down without standing on your head... 

STEALTH MODE 

Enter 'stealth’ at the name entry screen (Contest Mode) 
and you will hear a confirmation sound. Now start 
a race and all drivers should be invisible, though 
you can still see their shadows and weapons 

THE ULTIMATE BIKE: NEON 

Finish the final circuit and you get Neon,the best 
bike in the game. All its attributes are completely 
maxed out, including its top speed, shields and 
handling. You can also cheat your way onto it 
(see Drive the Neon Bike cheat) 


UGLY MODE 

Enter 'uglymode’ at the name selection screen 
(Contest) and you can see what Exireme G would 
look like without mip-mapping and texture 
transparencies. Very PSX-ely... 

WIREFRAME MODE 

Want to know what a Colour Virtual Boy version of 
Extreme-G would look like? Start a new Contest and 
enter your name as 'wired’. This will eliminate all 
textures and only give you wireframes 

RIDE THE ROACH 

Finish Exireme (Ts Contest Mode on Meltdown and 
you receive Roach, an extremely high-performance 
racing machine. Use it to exterminate your enemies! 

FISHEYE LENS 

If Exireme G is still not fast enough for you, how 
about an optical trick that makes the scenery fly 
by even faster? Go to the 'Contest’ mode, enter 
your name (press R, then press R again to switch 
to lower case) and then enter the word 'fisheye.’ 
You will hear a confirmation sound to tell you that 
the trick worked. The screen will be distorted 
(as if by a fisheye lens) giving an even greater 
feeling of speed 

RACE AS A BOULDER 

Strangely enough, Exireme has a cheat that lets 
you transform your bike (and everyone else’s too) 
into a rolling boulder! First start a new Contest 
and at the bike selection press R - this brings up 
the name entry mode. Press R again to switch to 
lower case, then enter the word 'roller’ (no caps) 
and you should hear a confirmation sound. Start the 
race and get ready for a different Boulder Dash... 


QUIT AND STILL WIN 

Enter your name as 'RA50’ at the name selection 
screen. Now even if you quit out of any race you 
take part in, the computer will still register you 
as a winner 

RACE AS THE EXTREME G TEAM 
Enter your name as 'XGTEAM’ at the name entry 
screen and then go back and change it to one of 
the first names of the game’s programmers — you’ll 
find these listed in the credits in the manual. Now 
start a new race and you’ll see the faces of the 
development team on top of the bikes 

SHOOT FERGUS 

Enter your name as 'FERGUS’ then go to the game’s 
shoot-’em-up mode. You will then get to shoot 
Fergus McGoven, director of Probe! 

ULTIMATE PASSWORD 

Enter 81GGD5 at the password screen to unlock both 
of the hidden bikes and a special hidden track to 
race them on 

DRIVE THE NEON BIKE AND OPEN ALL COURSES 
Go to the options menu and enter the password 
61GGB5 to open all the tracks and get to ride the 
Neon bike 

WEAPONS CHEAT 

To receive weapons whenever you want, enter your 
name as 'arsenal’ in the name selection screen 
in the Contest Mode 

UNLIMITED TURBO BOOSTS 

For unlimited boosts, enter your name as 'nitroid’ 
on the name selection screen. Td4 



EXTRA CAR 


^ ^ ' When you have become World Champion, 

•ft reset your Nintendo and hold down both 

' the A and B buttons when the Control Pak 
screen comes up. Now go to the car selection 
screen and you will have a special Ubi Soft car. 


AUSTRALIA MODE (UPSIDE DOWN) 

Go to the Player Edit screen and select Australia as your team. Now enter a player’s name 
as NWODEDISPU. You can now play games on an upside down pitch 

FEEDBACK PREVIEW 

To see the players’ victory animations, go to the Player Edit screen and pick Japan as your 
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team. Now enter NORIE as the player’s name, then go to the Round Select screen and press Z, 
I left C and up C at the same time 

I HOT POTATO MODE 

This has the effect of making you pass the ball quickly - if you hold onto the ball too long, your 
players will simply fall over. To activate, select Ireland and enter SPUD as a player’s name 

I 

I UNLIMITED PLAYER POINTS 

I For this handy cheat select Vancouver as your team (found under USA) and enter DAVE as 

^ one of the player’s names 

INVISIBLE WALLS 

Prevent the ball from going out for a throw, by selecting Wales and entering the name WARREN 
UPSIDE DOWN MODE 

For another version of the upside down mode (the pitch will be upside down but the scores 
will not) choose Vancouver and then enter a player name as TED 

UNLOCK THE ROAD TO THE WORLD CUP 

To go straight to the second round, choose Japan as your team and enter YUJI as a player name 


GHOST PLAYERS 

Go to the Player Edit screen, select the Slovakian team 
and enter LASKO as your name. Your players will now 
be ghosts 

INVISIBLE PLAYERS 

Go to the Player Edit screen, select the Sheffield W team 
enter WAYNE as your name. Your players will now be invisible 

PENCIL AND PAPER MODE 

Go to the Player Edit screen, select Canada and enter MARC as your name. You can now 
play the game in pencil and paper mode 

REMOVE STADIUM (FAST FRAME RATE) 

Go to the Player Edit screen, select any team, then enter CATCH22 as your name. You can 
now play without a stadium, which gives you a much better frame rate 

SMALL PLAYERS 

Go to the Player Edit screen, select the Vancouver team and enter KERRY as your name. 
Your players will now be tiny 



To access the built-in cheat menu in Goldeneye you must first activate the cheats by completing 
each of the levels within a specified time. You cannot enter any controller codes to activate 
them. See below for details: 


LEVEL 

CHEAT 

DIFFICULTY 

TIME 

Dam 

Paintball Mode 

Secret Agent 

2:40 

Facility 

Invincibility 

00 Agent 

2:05 

Runway 

DK Mode 

Agent 

5:00 

Surface 

2x Grenade Launcher 

Secret Agent 

3:30 

Bunker 

2x Rocket Launcher 

00 Agent 

4:00 

Silo 

Turbo Mode 

Agent 

3:00 

Frigate 

No Radar (Multi) 

Secret Agent 

4:30 

SurfaceZ 

Tiny Bond 

00 Agent 

4:15 

BunkerZ 

2x Throwing Knives 

Agent 

1:30 

Statue 

Fast Animation 

Secret Agent 

3:15 

Archives 

Invisibility 

00 Agent 

1:20 

Streets 

Enemy Rockets 

Agent 

1:45 

Depot 

Slow Animation 

Secret Agent 

1:30 

Train 

Silver PP7 

00 Agent 

5:25 

Jungle 

2x Hunting Knives 

Agent 

3:45 

Control 

Infinite Ammo 

Secret Agent 

10:00 

Caverns 

2x RC-P90S 

00 Agent 

9:30 

Cradle 

Gold PP7 

Agent 

2:15 

Aztec 

2x Lasers 

Secret Agent 

9:00 

Egyptian 

All Guns 

00 Agent 

6:00 


There are also some weapon cheats that are activated by simply completing certain levels. 
For completing Janus Base and Antenna Cradle on Agent level you will be given the Magnum. 
Complete Aztec complex on Secret Agent level to gain access to the Moonraker Laser and 
finish the Egyptian Temple to get the Golden Gun. 

To get the extra missions on the one player game, complete the game at Secret Agent 
for the Aztec level and finish the game on 00 Agent level to get the Egyptian level. 

To access the hidden multiplayer characters just complete the game on Agent level. 
The characters include Mayday (from A View to a Kill), Oddjob (from Goldfinger), Jaws 
(The Spy Who Loved Me) and Baron Samedi (Live and Let Die). You will also be able to 
choose from any of the characters included in the game, including some extras such as 
the Moonraker Scientists. Check out the Stop Press cheats on page 78 for a whole range 
of extra playable characters. T64 


J-IBAOUB / Iff fO«BR 

Probably the best footie game ever has just got a little bit silly! 

TWO NEW TEAMS 

There are two ways that you can get these two new teams. Firstly, you could play through 
and beat the League Mode — which is bleeding hard — or alternatively simply enter the 
following code at the title screen: 

Up, L, Up, L, Down, L, Down, L, Left, R, Right, R, Left, R, Right, R, B, A and then hold 
down Z and press Start. Now, that was much easier, wasn’t it? 

BIG HEAD PLAYERS 

To increase the size of your players’ heads, a la NBA Jam, just enter the following code at 
the title screen: Up C, Up C, Down C, Down C, Left C, Right C, Left C, Right C, B, A and then 
hold down Z and press Start. This doesn’t change the gameplay but is nicely daft! T64 


HIDDEN TEAM 

To get the secret team enter the code TIBURON in Season Mode, Front Office, Create Player 
Name. Select Continue and SAVE, then back up (B) twice. Next select Exhibition Mode and 
you will be able to pick a large team 


ENDING SEQUENCE 

Hold L, R and Z as soon as the EA logo appears. If done correctly the end sequence will 
appear immediately. 


A couple of cheats to spice up your copy of Mario Kart 64 - not 
that you could really improve on this fella! 

RACE AGAINST COURSE GHOSTS 

Mario Kart 64 has three perfect time trial boards. Secretly 
programmed into the game are some "course ghosts’ that represent 
the development team’s best time trial runs for those boards. The 
ghosts will follow the path that corresponds with their time. 

First go into the Time Trial mode and pick your player. Next, 
choose one of the levels below and get a time better than listed. 
LUIGI RACEWAY MARIO RACEWAY ROYAL RACEWAY 

- under 1’52’’00 - under 1’30’’00 - under 2’40’’00 
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BOOST TRICK 

Hold down the R button to slide around a corner and, continuing to hold down the button, 
'steer’ the joystick to the opposite direction and back. If done correctly, the smoke will 
change from white to yellow. Repeat the ‘steering’ motion and the smoke should change from 
yellow to red. Once the smoke is red, let go of the R button. If you have your speedometer 
on screen, you’ll notice your speed go up for a few seconds 

MIRRORED TRACKS 

Gain a first place position on every cup in the ISOcc class. After you reset your machine, 
the title screen should have changed. Now go into GP mode and you’ll find a new option — 
extra. Wham, bam - you can now race on mirrored tracks! 

SPEED BURST 

As soon as the starting lights turn blue, hit the gas and hold it. You should now be able to 
achieve the speed burst that you need to get ahead! 


ARCTIC ISLAND 

FIND THE BIRDMAN STARS Deep inside the cave, down at the base of 

To play as the birdman, just fly through the waterfall 

one of the special stars that’s located on We suggest that you use the Jet-Pac to 

the following levels: find these areas 

HOLIDAY ISLAND GET A PERFECT 100 ON JUMBLE HOPPER 

Found just under the natural arch Jump between the building you start on 

on the beach and the building in front. You should then 

notice a doorway on the building in front. 
CRESCENT ISLAND Go through this, into the Nintendo building 

Found in a hidden cove on the beach and out of the other doorway. As you leave 

the building you will be teleported to near 
LITTLE STATES ISLAND to the end of the level. Now you can get a 

In Central Park in New York top score of 100 every time. 



Enter these cheats on the cheat menu PBYBYMD 

(obviously) but you can only enter and Crawlers 

use one cheat at a time.- LLDFSCK 

Defence sucks 

GLYTHMD YLCTRCFB 

Makes the players huge. This also makes Electric football mode 
the commentator’s voice become deeper! BGSPRDV 

RNLDSWZNGR Greater dive distance 

Will make your running backs run slowly BGBFYDF 
but will also make them almost impossible Maximum defence 
to bring down YNSTYNS 

SMLMOGT Maximum discipline and awareness 

Shrink model Makes all of the players BGBFYFF 

tiny and will make the commentator’s Maximum offence 

voice higher TGHTGRP 

BBMNTBL No turnovers 

This code stretches your players LLFFSCK 

JPNSMWR Offence sucks 

This does the opposite of the above cheat, 8DWNDRV 

creating fat, squashed players Players get eight downs 

WLTRPYTN STNTXTM 

Turns all of your running backs into Walter Secret quickplay teams 

Payton. Apparently he was a bit good! SNWSLDS 

DWNDRV Sled mode 

Gives you an unlimited number of downs FRMBYFRM 

MCHJNSN Slow motion mode 

Makes all of your players run as fast as BGTWSTRS 

Michael Johnson Spinning ball carrier 

GTNHNDS SPRBGRMS 

Gives your players butterfingers. The Super players (100 yard code) 

result; more fumbles! SPRTMMD 

SPRSLYD Super team mode 

Makes the playing field rather slippery SPRTRBMD 

STYCKYHNDS Super turbo mode 

Improves your players’ catching skills SPRDPRTCKL 

BRDWYNMTH Tackle always 

Gives you an excellent quarterback NBCTCKLS 

CRLLWYS Turn off tackle ball carrier 

Enables your team to jump as far as LLCHTSFF 

Carl Lewis Turn off all cheats 

BGBFYFF MNFLDMD 

Makes players stronger and faster Up-and-over madness 

LWYSTPSS PWHYRMN 

Always tip the ball Wimpy players 

LDSTRTRK TRNTDLFR 

Beam the Ball trick Zero quarterback accuracy T64 


ATTEMPT TO RESURRECT IN PLACE 

On the setup screen hold Z and press Left C, 

Right C, Right C, Left C 


FOGGY NIGHT 


On the options screen during gameplay select 
'extreme fog’ with all C buttons held down 


AUTO ABORT DISABLE 

On the setup screen press Up C, Up C, Up C, 
Up C (quickly) 


FOG COLOUR 

On the car select screen hold Z and press 
Down C, Down C, Down C 


CHANGE REAR TYRE SIZE 


NO GAME DRIVER 

On the setup screen hold Z and press Down 
C, Up C, Up C, Down C 


On the car select screen press Right C, Left C, 
Left C, Right C (enter again to vary tyre size) 


CHANGE FRONT TYRE SIZE TURN CAR INTO MINE 

On the car select screen press Left C, Right C, On car select screen press Right C, Right C, Z, 

Right C, Left C (keep entering to vary the size) Down C, Up C, Z, Left C, Left C 


CHANGE GRAVITY 

On the set-up screen hold Z and press Up, 
Down then let go of Z and press Up, Down, 
Up, Down (you can change back to normal 
by reentering the code) 


TURN OFF TRACK TEXTURES 

On the setup screen press Right C+L, Z, Right 

C, L, Z 


CHANGE CAR SIZE 

On the car select screen press Down C, Up 
C, Up C, Down C (quickly) 


CHANGE VIEWING DISTANCE 


Hold L and press up or down on the control 
stick while playing the game 


DRIVE CAB 


Get half the keys on any course to unlock the 
cab. There are six to eight keys on each track, 
the car they unlock is exclusive to that track 


DISABLE CAR COLLISIONS 

On the setup screen press Left, Right+Right C, 

Up C, Left C, Down C, Z 


DRIVE HOT ROD 

Getting all the keys on any course will 
unlock the hot rod 


TURN CONES INTO MINES 
On the set-up screen 
press L, R, L, R, L, 

I R (quickly) 


UPSIDE DOWN TRACKS 
On the set-up screen press 
Up, Right, Down, Left, Down 















r l CHALLENGE POINTS 

Collect all the challenge points on the Easy setting - during the game hold down 
the camera button for five seconds and you get the Leebo Scanner 


Some bizarre secrets, all contained in the best 
platform game ever! 


HAT 

Go to Snowman’s (Course 

to top up by the snowman’s head, as if you were about 

to cross the ice bridge with the big penguin’s help. Now, go ^ 

ahead and let the snowman’s breath blow you off the bridge. 

Your hat will fall off - don’t go and pick it up! 

Take Mario past the grey star spot, the small pop-up 
snowman, and towards the two pine trees. The second tree of the 

two is a teleport, so use it. Now step back and teleport again - do i 

this at least three times. " 

Once you’ve teleported a few times, go back to your hat and look at it carefully. 
Examine it from all sides. What you’ll see is a bunch of hats stacked up on each other. Pick 


Collect all the challenge points on the Medium setting and during the SkyHook Battle 
stage hold down the camera button for five seconds and you can fly as an X-Wing. Hold 

N down the button for another five seconds and you can fly as a TIE Fighter. If you hold 
k down the button for another five seconds, you’ll go back to the Outrider 


Collect all the challenge points on the Hard setting and in the game you will get 
invincibility for 30 seconds and start with all weapons 


^ Collect all challenge points on Jedi setting and the Wampas from the “Escape 
^ from Echo Base’’ stage will follow you and attack your enemies for you - that 
way, at least he’s on your side! 


up one hat and Mario will put it on his head, whilst the other hats will still stay on the ground! 


Now, pick up the other hats and Mario can now carry them all around with him! 


He can now kill baddies with them, plus he won’t put it back on until you either teleport 
with him, get a star, or leave the level - time for fun! 


To enter these cheats you must first activate the extra ’characters’ on the screen where you 
enter your name. To do this hold the left shoulder button, whilst holding down the right 



REMOVE BI-LINEAR FILTERING 

While playing the game press B, Left, Right, Up, Left, Z, Right 


RAINBOW MODE 

While playing the game press Down C, Z, B, Up, Up, Right 


BEACHBALL CAR 

Finish the fourth year and you will receive the Beachball Car 


MIRROR CARS 

Finish the fifth year and a new 'Easter egg’ will allow you to change your car texture 
to mirror. Simply press the Down C button on the car selection screen to access it T64 


and down 'C’ buttons. Now enter the following names to 
activate the cheats: 


CONTROL THE ENDING CAMERA 

During the ending sequence after you beat Bowser, you can control the camera if you have 
a second controller plugged in. 

Using controller two’s analogue control stick you can move the camera in many different 
ways both during the sequence with the Princess and also during the re-cap of the levels 
you’ve seen. 


EXTRA MUSIC 
G (alien’s head] MEBOY 


SECRET GAME 


LINES 


CARRY THE RABBIT TO OTHER AREAS 

Find a door which you can easily go in and out of. After going through this door, quickly 
execute a jump kick, back at the door - usually you’ll go through the door completely, 
without opening it. However, if you time it right, half of Mario will be on one side and his 
other half will be on the other side. There is a situation in which you can actually do something 
weird with this trick. If you manage to find the rabbit in the basement 
and catch him, don’t collect his star. Instead, carry him to 
a door and put him down just in front. Go through the 
W door and try the jump kick trick mentioned above until 

you get Mario on both sides of the door. Now pick the 
rabbit back up and set him down on the other side 
of the door. Go through the door - you can carry the 
rabbit to some other parts of the castle. This serves no 


LEVEL SELECT 

Enter the bottom five characters from left to right 
- Saturn, Spaceship, Rocket, Skull and Heart 


VORTEX 

Type in VORTEX then hold down the shoulder buttons and press RESET on your N64. Keep the 
RESET button held down in order to see the 'Vortex’. Wow! 


TURN BUTTERFLIES INTO ONE-UPS 

For Course Z, Course 1Z and Course 
13. Sometimes a bunch 
of come 

out the grass 
If you punch the butterflies, 
they turn into bombs that 
chase you. They will then 

either simply explode or else turn into some one-up 
mushrooms - which is always handy! 
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THBST - Gallery (view, scale arrd rotate all 3D enemies) 


Here are some excellent cheats for one of the best games we 
have ever seen. Now all the secrets are yours for the picking. 
Alas, we haven’t got a cheat to stop those bleeding T-Rexs 
from scaring the pants off you! 

Enter all of these codes at the cheats screen: 


FDTHMGS - Show Credits 


THSSLKSCL - Spirit Mode (gives Invincibility and slow moving enemies) 


DLKTDR - Pen and Ink Mode (black and 
white wireframes) 


CMGTSMMGGTS - All Weapons 


BLLTSRRFRHD - Unlimited Ammo 


SNFFRR - Disco Mode (strobe lights and 
disco dancing enemies) 


After you have entered one of the above cheats, you will now be able to access a new 
option called 'Cheat Menu’. Enter this option and you can now select whether to turn 
each cheat ON/OFF. TC4 


FRTHSTHTTRLSCK - Infinite Lives 




REVERSE TRACKS 


HELICOPTER STUNT 

This is a variation of the flip, where you spin sideways. When you are going on the ramp, 
i turn sharply diagonal left-up or right-up, then hold down to do a sideways flip. 


To open up the "Reverse” mode, you must get a first place overall on 
the Expert level of difficulty. After that a new, fourth option called 
Reverse will appear underneath Expert. 

You will now be able to race backwards on the tracks. 


HELICOPTER INTO A FLIP STUNT 

Do the helicopter stunt as listed above but hold the down button for longer. You’ll 
start a helicopter move but then rotate to an upright position and do another flip. 


MASSIVE SCORES 

To rack up huge amounts of points on the stunt 
courses, press the pause button as soon as you complete 
a stunt. If you do it right, all the sounds should stop except for 
the announcer’s usual inane banter. Usually if you press pause 
at the exact moment you hit the water, you should be OK, but 
the idea here is to press pause the instant the 
announcer starts wailing. If you do it right, you ^ 
should get tons of points, racking up massive 
scores for easy tricks. 


TRIPLE FLIP 

1 

I You need a lot of speed and a lot of air to do this. Tap up at the top of the 
ramp, start doing the flip and hold down. You need a lot of speed for this one, 
so don’t try to do any turns as they will slow you down or stop you completely. 


^ I r DOLPHIN RACER! 

To be like that horrible kid in Flipper, follow these directions: 
r Select the Stunt Mode and play in Dolphin Park. From there you need to 

go through all the rings and do all the stunts (see the list below) which include 
diving underneath the water from a ramp. If you did everything correctly, you’ll 
hear the dolphin squeaking when you cross the finish line. 


USE THE SAME RACER IN TWO-PLAYER MODE 


This cheat allows both players to ^ 

have the same racer and the same x 

outfit in the two player mode. 

First, use controller two to decide / 

which racer you are going to use 

in the Vs. Mode, and make sure that 

the first player’s cursor is on an adjacent 

racer. Press up on controller two and press Start 

to have player one’s default colour. 

Now, on controller one, press right (or left) and Start at almost the same time. If you do 
this correctly, you can start the race with both players having the same outfit. 


HANDSTAND (off throttle - press down and up) 

SPIN "backwards ride” (off throttle - move the stick clockwise) 

STAND (off throttle - move stick counter-clockwise) ♦ Somersault (hold down) 
ROLL LEFT (off ramp - tap right and hold left) 

ROLL RIGHT (off ramp - tap left and hold right) 

FLIP (off ramp - hold up then quickly press down) 

DIVE (off ramp - hold down then quickly press up) 


Now exit and select Championship Mode and then Warm Up. When selecting a character, 
hold down on the analogue stick and when you start you’ll be riding a dolphin! 


DOUBLE FLIP STUNT 

First get some speed with the jet ski. When you are on the ramp, tap up at the top of the 
ramp and hold down to do your flip. Instead of making the character do one complete flip, 
hold the down button longer so that he does another turn. If you have done it correctly he 
will land perfectly and ride on without falling off. 


SPEED BURST 

Try to press and hold down the gas button, right before the announcer says, "Go!” If you 
can time this correctly and hit the gas just right, you’ll gain a perfect start and a valuable 
speed advantage. 


( 













11. Mario Runs 


moment. This is because the GameShark at the 
moment will only activate 15 codes at a time 
(though a new patch is coming soon!) but as 
you can see, there are five times that amount 
of codes above. 

As you will know from Hexen, to select an 
Artifact you move along a scrolling bar until 
you reach the item you would like to use. From 
the above codes you will see the first code is 
8013F119 OOZO. This code opens the appropriate 
amount of slots in the activation bar. This 
particular code will open 3Z slots (OxZO [HEX] 
= 3Z [Decimal]). You can adjust the value of this 
code to how many items you have or you can 
just leave it at OxZO. 

Looking at the next code which is, 8013F091 
0001:8013DAC1 corresponds to the slot in which 
the artifact will be placed (in this case this 
is slot 1 on the activation bar) and 0001 
corresponds to which item is to be placed m 
the activation bar. There are 3Z items in all. 


800AE397 0007 


Z. Infinite Ammo 


8030961C 0050 
803094F0 0078 
81309434 FFFF 
81309Z63 0095 
803094E4 0078 


SURFACE b 


1Z. Strobe Mario 


810CCFDC 3F80 
800CD797 0007 


1. Infinite Health 


Ever wanted to get more out of your games 
or just feel the need to cheat to get all of 
tho.se hidden secrets? If the answer is yes, 
then the Datel Action Replay Cartridge could 
be for you. As the latest addition to our Cheat 
Zone, we present a full listing of Datel Codes 
for UK games. 


13. Rubber Walls 


Z. Infinite Ammo 


14. Crazy Camera 

15. Flat Mario 

16. Jumping 
Hurts You 

17. Die Before 


STATUE 


810AC7DC 3F80 
800ACF97 0007 


Z. Infinite Ammo 


803094EC 0078 


ARCHIVES, CAVERNS & CRADLE 
1. Infinite Health 810CCC3C 3F80 

Z. Infinite Ammo 800B4797 0007 


803094EZ 0078 


You’ve Moved 


STREETS 

1. Infinite Health 810BDFDC 3F80 

Z.Infinite Ammo 800BE797 0007 

TRAIN, JUNGLE & CONTROL CENTER 
1. Infinite Health 810A77DC 3F80 

Z. Infinite Ammo 800A7F97 0007 


WHAT IS A DATEL CARTRIDGE? 

Quite simply this is a device that slots between 
your game cartridge and the N64. It enables 
you to enter the codes printed below and thus 
access these cheats. The Datel Action Replay 
Cartridge can be purchased from most good 
computer game stores for around £45. 


TOP GEAR RALLY 
1. Only Race 1 Lap 
Championship Mode 


8031EBDB OOOZ 


TUROK: DINOSAUR HUNTER 
1. Have All Keys I 

801Z8DE7 0007 I 

801Z8DEF 0007 I 

801Z8DF7 0007 I 


801Z8DE3 0007 
801Z8DEB 0007 
801Z8DF3 0007 
801Z8DFB 0007 
801Z8D7F OOFF 


HEXEN 64 

1. Invincibility 8113F11C FFFF 

Z. Always Have Axe/ 

Staff/Frost Shards 8013F147 OOFF 

3. Always Have Hammer/Firestorm/ 

Arc of Death 8013F149 OOFF 

4. Always Have Quietus/Wraithverge/ 

Bloodscourge 8013F14B OOFF 

5. Infinite Blue Mana 8013F14D OOCF 

6. Infinite Green Mana 

8013F14F OOCF 


BOMBERMAN 64 


Z. Unlimited Arrows 


80ZAC617 0063 


3. Unlimited 

Chronoscepter Ammo 801Z8D93 OOFF 

4. Unlimited Mini 

Gun Ammo 801Z8D83 OOFF 

5. Unlimited Pistol/ 

Rifle Ammo 801Z8D63 OOFF 

6. Unlimited Quad 

Rocket Ammo 801Z8D8B OOFF 

7. Unlimited (Auto) 

Shotgun Ammo 801Z8D67 OOFF 

8. Unlimited Fusion 

Cannon Ammo 801Z8D8F OOFF 

9. Unlimited Rifle/Alien/ 

Particle Ammo 801Z8D6B OOFF 

10. Activate Pistol 801Z8DA7 0001 

11. Activate Shotgun 801Z8DAB 0001 

1Z. Activate 

Automatic Shotgun. 801Z8DAF 0001 

13. Activate 

Assault Rifle 801Z8DB3 0001 


80ZAC633 0000 


MORTAL KOMBAT TRILOGY 


80ZAC61B 0063 


1. Player 1 
Unlimited Energy 
Z. Player Z 
Unlimited Energy 

3. Player 1 Aggressor 
Text to Energy Bar 

4. Player Z Aggressor 
Text to Energy Bar 


4. Press PAR Button 


801698AD 00A6 


88ZAC61F 0063 


For 99 Gems 


80169B81 00A6 


EXTREME G 

1. Infinite Turbos 801651CB 0003 

801651CF 0003 
Z. Get Z55 Race Points 80169837 OOFF 

3. Get Roach Bike 8016983F 0008 

4. Get Neon Bike 8016983F 0009 


80169941 0030 


7. Have All Items And Artifacts 
(See Note below) 8013F119 OOZO 

8013F.091 0001 8013F093 OOFF 

8013F095 OOOZ 8013F097 OOFF 

8013F099 0003 8013F09B OOFF 

8013F09D 0004 8013F09F OOFF 

8013F0A1 0005 8013F0A3 OOFF 

8013F0A5 0006 8013F0A7 OOFF 

8013F0A9 0007 8013F0AB OOFF 

8013F0AD 0008 8013F0AF OOFF 

8013FOB1 0009 8013F0B3 OOFF 

8013F0B5 OOOA 8013F0B7 OOFF 

8013F0B9 OOOB 8013F0BB OOFF 

8013F0BD OOOC 8013F0BF OOFF 

8013F0C1 OOOD 8013F0C3 OOFF 

8013F0C5 OOOE 8013F0C7 OOFF 

8013F0C9 OOOF 8013F0CB OOFF 

8013F0CD 0010 8013F0CF OOFF 

8013F001 0011 8O13F0D3 OOFF 

8013F0D5 001Z 8013F0D7 OOFF 

8013F0D9 0013 8013F0DB OOFF 

8013F0DD 0014 8013F0DF OOFF 

8013F0E1 0015 8013F0E3 OOFF 

8013F0E5 0016 8013F0E7 OOFF 

8013F0E9 0017 8013F0EB OOFF 

8013F0ED 0018 8013F0EF OOFF 

8013F0F1 0019 8013F0F3 OOFF 

8013F0F5 001B 8013F0F7 OOFF 

8013F0F9 001C 8013F0FB OOFF 

8013F0FD 001D 8013F0FF OOFF 

8013F101 001E 8013F103 OOFF 

8013F105 001F 8013F107 OOFF 

8013F109 OOZO 8013F10B OOFF 


80169943 0030 


LYLAT WARS 


80163C09 0063 


1. Infinite Lives 


Fish Eye Lens 80097687 OOOA 

6. Anti-Gravity Mode 80097687 0008 

7. Boulder Mode 80097687 0001 


80179F0B 0005 


Z. Infinite Bombs 


8. Boulder Mode 


8009498F 003C 
800A9107 0000 


1. Infinite Time 


80097687 0003 


Fish Eye Lens 

9. Boulder Mode ♦ 

10. Wireframe Mode 


Z. Always First 


80097687 0011 


PILOT WINGS 64 


80095F6E OOOZ 


11. Extreme Mode 


14 Activate 


80097687 OOOZ 


1Z. Fish Eye Lens 
13. Ghost Mode 


801Z8DB7 0001 


803669A9 0081 


Rocket Belt 


80097687 0040 


15. Activate 


80097687 0004 


14. Magnify Mode 

15. Stealth Mode 


801Z8DBB 0001 


80366989 0081 


80097687 OOZO 


16. Activate 


801Z8DBF 0001 


Grenade Launcher 


SHADOWS OF THE EMPIRE 


FIFA 64 

1. No Of Goals Player 1 80119043 OOXX 

Z.No Of Goals Player Z 80119047 OOXX 


17. Activate Particle 


800EZ333 OOFF 


1. Unlimited Lives 


801Z8DC3 0001 


Accelerator 


Z. Unlimited Missiles 800E1Z65 OOFF 


801Z8DC7 0001 


Rocket Launcher 


SUPER MARIO 64 


GOLDENEYE 007 


19. Activate 


1. Press PAR button 


801Z8DCB 0001 


Alien Weapon 
ZO. Activate 
Fusion Cannon 


883094D9 0063 


for 99 Coins 


810BA3DC 3F80 


803094DD 0064 


Z. Unlimited Lives 
3. Unlimited Energy/ 
Breath 


800BAB97 0007 


Z. Infinite Ammo 


801Z8DCF 0001 


FACILITY 


Z1. Activate 

Chronoscepter 801Z8DD3 0001 

ZZ. Activate Quake Mode 801195EE 0010 
Z3. No Limits 801195EC 0008 


813094DE 08FF 


8109D7DC 3F80 


1. Infinite Health 


803094EO OOZO 


8009DF97 0007 


Z.Infinite Ammo 


803094E1 0000 


RUNWAY, SURFACE a 6 DEPOT 
1. Infinite Health 810C07DC 3F80 

Z. Infinite Ammo 800C0F97 0007 

BUNKER a, b & SILO 

1. Infinite Health 8109AFDC 3F80 

Z. Infinite Ammo 8009B797 0007 


8030961C OOCO 


6. Limbo Mario 


WAVE RACE 64 

1. Super Speed XX (00-FF) 801C0077 OOXX 
Z. Misses Don’t Count 801C007F 0000 


8030961E 0080 


Backwards 


8030961B 0010 


9. Unlimited 

Hat Usage 813094E6 FFFF 

10. No Power Display 803094E3 0001 


Note: As you can see the list of codes for 'Have 
All Items/Artifacts’ is quite long. 1 am a bit 
dubious about giving these codes out at the 


3. Infinite Time 


FRIGATE 


801C0Z0E OOFF 


Stunt Mode 


810ADBDC 3F80 


1. Infinite Health 
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T0lttL64; LETTERS 


ISSUE FIFTEEN 


It's that time of the month again 
when we sort out the rants from the 
raves, the rambies from the brambies 
and the peas from the tea. Yes, that s 
right, it s the Firing Line! 


THE FIRING LINE 



GAMESTER 



Thanks Xo those lovely people at 
Gamester LMP - makers of fine 
accessories for your N64 - v/eVe 
got loads of joypads to give to you! 
Every month, the lucky readers 
who get their letters printed in the 
Firing Line will receive one of their 
LX4 joypads, pictured below. Not 
only that, the sender of the star 
letter will also receive a steering 
wheel worth £60! Now that’s got to 
be worth writing in for! 

So, get your thinking caps on 
and start inscribing your innermost 
thoughts now and you could be the 
proud owner of some new stuff! 



You can write to us at: 
The Firing Line 
Total 64 Magazine 


1 Roman Court, 

48 New North Rd 
Exeter, Devon EX4 4EP 

Or email us at: 
firingjinearapide.co.uk 


total 64 ISSUE FIFTEEN 




DEAR Total 64 


Why don’t parents understand kids? I was jumping around the 
room ready to buy an N64, and my parents told me to spend 
the money on something else. I got told by my mum not to buy 
second, third and fourth controllers because they are too 
expensive and then I am told there is no point to getting an 
N64 because I already have a Gameboy and a SNES. I am told to 
go out and get fresh air, rather than play my N64 and enjoy a 
game of Mario 64. Why not just open a window? I’m told to get 
exercise. Why, when I intend to play the N64 for the rest of 
my life? "Do something creative with your hands!” Okay, I’ll 
play Mario Kart 64. "Go read a book!” - I’d rather read my best 
time for Wario Stadium in Mario Kart or a copy of Total 64 
magazine. "Go see your friends!” - okay, then I’ll invite them 
around to play Mario /fart battle mode. 

Parents always annoy you too. You’re quite happy playing 
Mario Kart 64, breaking a record and your parents want to 
wa-tch Coronation Street. "Those were the days... when the 
computers filled a whole room and we played chess”. So now 
there’s a machine that’s one hundred times faster and as 
small as a pile of Total 64 magazines. Why don’t they find that 
amazing when they’re going on about Pongr? As for chess, 
pah! You can’t turn sound up on the TV because they call the 
music a din, then they listen to Prince when you’re driving 
to school, hiding in embarrassment. 

"There’s more to life than N64s!” I don’t think so. I hope you 
understand how I feel, as you’re the only adults 
I know that share the same interest as me. 



Its . 


• ZEESHAN SHEITH, CAMBRIDGE 

THE TRUTH 

Hey, this is nothing new - we’ve all had to suffer 
the anguish of our parent’s musical tastes! But seriously, 
playing Nintendo is not the only way you should be 
spending your time: try some other healthy activities like 
watching TV and eating sweets — these will also make your 
parents 'proud’. Tft4 


DEAR Total 64 

F irstly I’d like to say, 'what a superb mag!’ 

Secondly, I’d like to say a big thank you 
to Nintendo, for both their games and 
machines. My little boy, Alex, is now 
nearly seven years old, he suffers from 
a disability that affects his speech and 
concentration and makes him hyperactive. 

From the age of fourteen months he started 
playing on a NES, then moved onto a SNES (with 
over 80 games) and now he owns an N64. 

These games and machines have really 
helped him - they’re amazing, they help his 
concentration, speech - the works! He’s starting to build up 
his N64 games now; he’s got Pilotwing's, Shadows of the 
Empire, Bomberman 64 and MRC. 

Alex loves reading your mag, it’s brilliant, with all the 
reviews etc. 

Well done! 

Yours Faithfully, 

SD 

(FULL NAME WITHHELD), ROTHERHAM 

THE TRUTH 

With so many people in the media 
focusing on the 'bad’ points in video 
games - namely their 'excessive’ 
violence — the benefits of video 
^ games are often overlooked (I 
can’t imagine how such a story 
'would sell newspapers). While 
there is much research going into the 
influence of such games on young 
people, there’s none going into the 
therapeutic and medical value of 
playing games. Maybe a few more stories 
like yours might change people’s views... T64 
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ISSUE 


DEAR Total 64 O 

F irst of all. I’m not a Little Spud wanting a free poster/free game/ subscription, 
only the right to congratulate your staff and annoy a friend by saying "Paul 
Daw should give up playing computer games, because he’s complete pants when 
it comes to any kind of computer game.” 

So here goes... I’d like to congratulate the editorial staff for using their little 
grey cells and coming up with a really amazing magazine. Some magazines are 
obviously there only to take advantage of people wanting to know "more about 
their little grey box”. They really can’t deliver the goods like you guys. 1 especially 
like the way that you re-review games, nice one. With owning a US machine, I 
really want to thank you for the Release Dates section - if not totally accurate, at 
least it gives me a pretty good idea when to expect my goodies. 

I have found your reviews to be totally without any sign of the influence of 
'handouts’ or bias. The only thing I would add would be a second opinion box 
(I take it that the box already there is the person who reviewed the game?). Far 
too many people take the time to do nothing but whine and moan. I say shut up, 
go to the shop and buy a copy of Goldeneye and if possible, try to get yourself a 
life while you are out. 

I wanted to say to all those waiting for the likes of Tomb Raider etc, I own 
a GreyStation and it ain’t cool (the machine and the game). It runs along the lines 
of "Play it, slay it” as you play it once and then try to get less than a measly third 
back from the robbing trade-in store. 

Bearing in mind that I understand the principle of 'not everyone likes the same 
genre of games’, I bought Goldeneye yonks ago (way before the UK release, I might 
add) and guess what? I’ve just finished it! But here’s the catch. Now that I have 
finished the game, have I shelved it? No flipping way! The deathmatch option has 
kept me playing for ages. How many games do you know that have this much 
impact? At first I was totally naffed at the way that the cheats work. But then you 
realise that the game has you hooked, by making you play it more in order to get 
infinite weapons etc. Whoever thought of this has to be admired, not despised. 


DEAR Total 64 Q 

I n issue 13, David Waller (star letter) wrote in about how there are no decent 
AAA games and I couldn’t agree with him more. The N64 is absolutely ’‘’‘’‘’‘I 
There are no good games out and I haven’t seen one which is going to be good... 
NOT! how could anybody seriously think there are no good games out with titles 
like Goldeneye, Diddy Kong Racing, Blast Corps, Super Mario 64...7 Okay, I admit 
that there aren’t many decent driving games but V-Rallyis just around the corner 
and anybody who buys a PSX when they have an N64 is completely mad and needs 
to see a head doctor. So there! 

1 bought my N64 last November and have not been disappointed once. With great 
games always coming out, there’s no shortage of software and there’s plenty of 
hardware about and apart from Clayfighter W is all very good. One of my favourite 
things is the jolt pack - I can’t wait to get one. Can you recommend one for me? 
Here are few questions for you 

1. A couple of my friends think that Nintendo, Sega and Sony are all the 
same company and they pretend to be different so they can get more money. 


As I have owned and sold various consoles, I have realised that each system 
seems to do better than others in certain areas at a certain genre, ie. driving 
games (PlayStation) and fighting games (Saturn) and the 3D0 being an erm... 
expensive CD player which was in fact the Ultimate Betamax Games Console (Yeah, 
that reminds me - Trip Hawkins if I ever see you. I’m going to... Sorry, I’m losing 
the plot!) 

I really hope that my little black box can be a master of something other than 
first person perspective blasters. You have to admit there are an awful lot: Doom, 
Goldeneye, Quake, Forsaken, Mission-. Impossible etc. out there. As good as they 
are, they still make you feel a little bit pukey after a good computer sesh. I would 
really love to see something that could take on the might of all the Tekkens and 
Virtua Fighters on the scene. 

So, I end my letter knowing that your cool magazine is still in production and 
the fact that Paul Daw will always be complete plum. 


Yours Humbly 

# MR C BRICKNELL, SPROSTON 


• SOL BARNES, WALES 


TH£ TRUTH 

We have to admit that the N64 market has gone quiet recently 
and it has been a long time since a triple-A title has been released 
for the N64 - all the games you mention are OLD. 

1. That’s got to be the conspiracy theory of all conspiracy 
theories. No, it’s not true. 

Z. We haven’t heard anything about a sequel to Blast Corps, so don’t hold 
your breath. 

3. Blast Corps is a great game, so we suggest that you buy it! T#4 


THE TRUTH 

Just to put you straight on a few points... First of all, we do try to make our 
release dates section as accurate as we can but with the Nintendo market as it 
is, games are constantly slipping back, so we can’t be right all the time! 

Our 'comment’ boxes are in fact the opinion of another member of the Total 
64 team, not the review’s writer. To make this clearer in the future, we’re now 
letting you know who on the team is responsible for the review. 

We’re glad that you like Goldeneye - it’s by far the most popular N64 game 
in the office, but shouldn’t all games be as good as this? As for each console 
specialising in certain games, this is true to a certain extent — we only want 
the N64 to be the master of gameplay! T64 


If it is true, then there must surely be a law against it. 

Z. Is Rare intending to release a sequel to Blast Corps? 

3. Should I get Blast Corps and a free memory card or Tetrisphere? 


• •• 
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ISSUE FIFTEEN 


DEARToTAiM 


I woTk as a 3D modeller on Silicon Graphics workstations and, having a good 
knowledge of the N64’s potential, decided to purchase one. It seems, however 
that, with the exception of Rare, no-one has yet managed to harness its power. 
Even supposedly 90%+ games fall way short of the mark when it comes to aesthetics 
- buildings are merely stretched, textured cubes and scenery on the whole is 
light on polygons, to say the least. As for 'special effects’ - smoke, explosions, 
etc. - these are shoddy compared to what I’ve seen done (in real-time) on five 
year-old SGI boxes with far less powerful chips. It seems to me that developers 
should concentrate on getting the graphics to look better by increasing the 
complexity of the models, rather than trying to get the game to run at 60Hz all 
the time - after all, a television can only update at 25fps, so a game running at 
30Hz would be perfectly acceptable and have more detailed visuals. Why does 
no-one use Levels of Detail - increasing the number of polygons in a model as 
you near its vicinity? This would keep the frame-rate high and allow for more 
detailed objects in the foreground. Okay, so cartridge sizes limit how big a game 
can be, but if Zelda 64 can fit into 256 Mbits... 

Secondly, and perhaps a more relevant point, what excuse do games companies 
have for constantly putting back release dates? We see glorious screenshots and 
buckets-full of hype and 'look forward to the release of this next month’, then 
'next month’ we’re informed that it’s been delayed - but it should be available 
sometime in the next decade. In business, a customer asks for work to be done 
and a deadline is agreed - if the deadline isn’t met, the customer doesn’t pay. 

I get weeks, not months, to produce visuals and incorporate them into simulations 
- if not, customers won’t pay. Likewise, if you don’t get your magazine out on 
time, readers will opt for an alternative publication. 

I look forward to the time when two high-quality games of the 
same genre are scheduled for release together - maybe this will 
ensure that the producers hit their dates or end 
up seeing their £60 cartridge sitting on the 
shelves, as the public have already bought 
the competitor. 

Regards, 

• MATT BLACKWELL. 

PS Everyone seems to think that Yoshi's Story has the best 
graphics of a 2D platformer - have you seen AJbe's Oddysee on 
the PlayStation? 

THE TRUTH 

We agree with almost everything you say... It does seem that, 
generally speaking, few developers have been able to harness the 
power of the N64 — Rare and Nintendo themselves are the only 
two that spring to mind. You say that games developers should 
not concentrate on making games that run at 60Hz and should focus instead on the 
graphical look of the game. Well, that would be nice - if it were possible; there 
are very few N64 games that can boast such a high frame rate, even at the expense 
of graphical finesse. The majority that we see run at a significantly slower speed 
than 30fps. The only thing we’ve seen come close to 60fps is Nintendo’s F-Zero X, 
which has to significantly reduce the number of polygons and texture maps 
to maintain this speed. Perhaps the N64 is not as powerful as Nintendo/Silicon 
Graphics claim it to be. 

As for developers meeting their deadlines, well, can you put a deadline on 
perfection? Not according to Nintendo’s quality control people. Anyway we did see 
what happened when two similar games were scheduled for release at the same 
time: namely Goldeneye and Mission: Impossible and look what happened there 
- a delay to the latter. TM 


DEAR N64 Q 



I owe my life to my N64 and I wouldn’t be here today if it wasn’t for my beloved 
console. It was last week when I was playing Goldeneye and ironing my curtains 
at the same time. I got so excited I fell out of the window. Luckily I kept hold of the 
joypad and managed to pull myself to safety. I will always be in debt to Nintendo. 

• NEIL TRAVIS 

THE TRUTH 

Er, hello? This is Total 64, not N64 Magazine. Go do your ironing 
and we hope that you don’t have any more 'accidents’. T64 

DEAR Total 64 

I ’m writing to talk about the shortage of games. 

I was wondering why Capcom or Namco haven’t 
released any of their great and successful games 
on the N64, such as the Tekken series. Soul Blade, 

Time Crisis, Street Fighter, Resident Evil eXc. If we 
had such great games from third developers, it 
would certainly boost the sales rate of N64s. 

Although Nintendo are releasing great 
quality titles, why do they all have to be 
childish and colourful? There are a few of 
my PlayStation owning friends that still need a bit 
more convincing and encouragement. This is greatly 
due to the fact that they have dreamy games like Final 
Fantasy and Tomb Raider Z. 

I heard rumours about a new Platinum range being 
released in Easter, with games like Mario 64 and Mario 
Kart 64, with each game costing just £25 each - 
can you confirm this information? If it’s true, 
this price slash will encourage many other 
'people to buy the most powerful console on earth 



Signing Off 

• WAIN LIM, LONDON 

PS 1 think a great idea for Mario ^ would be a 
split screen feature, with player one as Mario 
and player two as Luigi. 

PPS Is there a proper release date for the 
64DD yet? 

THE TRUTH 

We’d love to see Namco’s excellent back 
catalogue of arcade games on the N64 
but it looks like it won’t ever happen. 

You see, while Namco will still be 
releasing games for the N64, they 
won’t be converting any of the Tekkens 
or Soul Blade to our machine, due to an 
agreement with Sony. Capcom, however, 
are planning to release several games on the N64, most 
notably a Street Fighter game and a Resident fw7-type game. 

As for a budget range of games, this will definitely happen in the US 
but has yet to be announced for the UK market. Hopefully it will happen in 
the near future. T64 
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THE FIRING LINE 


DEARN64 

O ne thing Is very 
apparent in the 


:r 



O ne thing very 

apparent in the i 

letter of David Waller and H ^ 

others; that there is a 
generally high level of 
dissatisfaction with the 

current software available for ^ 

the Nintendo 64. Another 
general fact seems to be the 
editorial pooh-poohing of all these 
negative attitudes. Hopefully readers 
realise that editorial opinion is biased 
in favour of support for the N64. A 

dedicated magazine relies for its existence on continued 
interest in the subject matter. 

Magazines such as Total 64 should be an instrument for the 
readers to expect pressure to be exerted on Nintendo to 
changes their approach. The technical advances of the N64 
are stunning - but Nintendo are failing to satisfy the needs 
of the marketplace. 

There is a point that many readers actually seem to miss. 

They often feel that Nintendo should be targeting the readers’ 
preferences in terms of software. This is based upon the 
mistaken premise that Nintendo are in business to sell software. 
This is not true. Nintendo are in business to make money. 

This has been clearly revealed by Nintendo’s practice of 
restricting software to cartridge format. Nintendo’s 
reasoning for this is not very convincing; the soar away 
success of the PlayStation proves that the marketplace is 
happy to accept CD based gaming. The monopolistic 
insistence on cartridges enables Nintendo to retain much 
stricter control of its marketing strategy 

There are several inadequacies of the available N64 
software that I could discuss, but I wish to particularly 
mention the prudery and infantilism of the software - the 
cleaning up of Dixke Nukern, the cute, cuddly bunny 
characters of both Diddy Kong ffac/ng and Lylat Wars. I 
believe it is this marketing strategy which is the cause of 
gamers’ frustration. Nintendo games are aimed at the very 
young (and by a cynical extension on Nintendo’s part, 
not so discriminating) audiences. 

The same was seen between DC Comics and Marvel, when 
DC went into sharp decline. DC’s belated answer to this was 
to introduce more mature themes, complex plots (with sub¬ 
plots) and better characterisation - is there a lesson for 
Nintendo here? 

It seems incredible that Nintendo should be aiming 
titles at those particular audiences which have the lowest 
disposable income. Having gone down that route, it is easy 
to understand that Nintendo must be strict in terms of 
content; currying favour with over-protective parents. 

It doesn’t seem credible that Nintendo will lightly make the 
necessary changes. The current control policy by Hiroshi 
Yamauchi seems to parallel that of Walt Disney. 


'STAR 

LETTEft 


If Nintendo must maintain the 
wholesome family image, could 
they not set up a subsidiary - 
NintendoX - aimed at 
satisfying the needs of young 
(and not so young) adults? 

I assume that Nintendo 
fail to believe that a letters 
page’s rantings are a true 
reflection of the feeling of 
their audience. Certainly the 


■ questionnaire given in all game 

packs from THE Games is inadequate to 
express the concern shown by many 
gamers (how many bother to return it 
anyway?). The question to be framed is 'How much are 
Nintendo in touch with market potential?’ 

Based upon the software that is available and the 
software that is coming out, I leave you to draw your 
own conclusions. 

Yours Faithfully 

• KEVIN TREADWELL, EDGBASTON 


Yes, there does seem to be a lack of quality software on the 
N64 at the moment and yes, our magazine does rely on 
continued interest in the N64 for its life, so we can certainly 
see why you think that we would be biased and prone to 
'pooh-poohing’ our readers’ complaints about the lack of 
quality software. 

Well, just let me say this: first of all we are all big 
Nintendo fans, we have all owned their machines in the past 
and we still want to see our favourite videogame makers 


We have also had sneak previews of the games in 
question (too many to mention here) and in our opinion, the 
N64 is about to enter its next phase in development - the 
games you will see released over the next year or so will quite 
literally blow you away. 

Nintendo don’t target readers’ preferences? Maybe, but 
would we rather have a situation (like the one on the 
PlayStation) where every other game released is either a 
driving game or a fighting game? And if following our 
'reader’s preferences’ had been Nintendo’s policy in the 
past, would we have seen the likes of Mario 64, Blast Corps 
and Goldeneye? No,I don’t think so. After all, it has to be 
said that original games can only come from trying to do 
something different - and that’s something Nintendo are 
renowned for. 

You talk about Nintendo losing out in the sales war 
with Sony. That’s true, in that Nintendo are a long way 
behind them in terms of the number of machines sold but 
are you more interested in having a machine that sells 
more, or a machine that has the best games? I know which 
I’d prefer. T64 


DEAR T64 O 

A fter reading issue one, volume 
two, being a twelve year old I 
began to worry about the future of 
Nintendo. When I first read about the 
future of the new 64DD, I thought 
'Wonderful! A new add-on which 
will make the most powerful games 
console even more powerful.’ But 
then, as the months and weeks went 
on, more and more peripherals were 
being added on - capture cartridges, 
a mouse, a microphone headset etc. 

Sure, I think it’s great that Nintendo 
are developing their machine to even 
greater standards but I think that the 
computer is being aimed more and 
more at adults, who can afford all 
these add-ons and understand what 
they can do. 

Please say that us pre-teens won’t 
just be forgotten about in this age of 
technology. Also, I really liked playing 
Shadowrun on the SNES. Any chance of 
an N64 version? 

Yours sincerely, 

• PAUL PRUNTY, EIRE 

THE TRUTH 
Yes, the games 
industry is now 
leaning towards 
the more 
adult end of 
the market. This is 
evident in the way that Sony have 
come to dominate it in such a way. 
By targeting the age group with the 
highest disposable income (16-25 
year olds) they have been able to 
sell millions of machines and units 
of software. I’m afraid that in order 
to keep up, Nintendo will have to 
adopt a similar strategy or be forced 
into the role of also-rans. 

As for the 64DD, we’re assured by 
Nintendo that the price will be kept 
to a minimum - possibly costing 
less than the N64 console itself, so 
hopefully many people of all ages 
and incomes will be able to enjoy 
the next big step in videogames. 

We, too, enjoyed Shadowrun on 
the SNES but you’re never likely to 
see a version on the N64. T64 





ISSUE FIFTEEN TOTAL 64 I 







competition 


I THE FIRING LINE 


ISSUE FIFTEEN 



WHICH OP THI POUOWIHO HAf THI MOST HIATi 

A. HOT 

B. HOT1 

C. HOTTCST 

Okay, so we can’t think of any decent questions about fire that we 
haven’t done already! 

The first five entries out of the ’hat’ will win Jolt Pack-memory cards, 
the second five will win 1MB memory cards and the last five will win the 256K 
memory cards. 



Send your entries to: 


Total 64 

t ROMAN COURT 
48 NCW NORTH ROAD 




CXCTCR 
CX4 4CP 


Entries must be In by the 30th June 1998 and the editor’s decision Is final: 



PRIDE 

HIGH QUALITY PRESERVER 

G H N E C G S E S 

To Ofdef Telepfione Sales Hotline: 01276 8S5770 

3Pk Pride NIN Case £ 4.99 

1Pk Pride NIN Case £ 1.99 

Includes VAT & P&P 

UK Action Ltd 

Unit 3 Dorna House, Guildford Road 
West End, Woking, Surrey GU24 9PW 
Tel: +44 (0)1276 855770 
Fax: +44 (0)1276 855776 



Official 


NINTENDO 

Licensed Product 


Nintendo* 64 Game Cases 

Officially licensed Nintendo® 64 game cases. Pride’s 
exclusive design protects and stores a Nintendo® 64 
game cartridge, instruction booklet and controller pak 
In a single case. Options include choice of colour with 
officially licensed Nintendo® 64 logo. Available as 
singles or 3-packs 


( 


I 











LETTERS 


Those boys are Fire International have really done us proud, for this month and for the foreseeable future. 
If you’re lucky (and talented) enough to have your picture of your favourite N64 character printed in 
•■■■ this section of the mag, then you’ll win some top prizes! The Star Picture wins an official N64 pad, 
^ two Jolt Paks with built in 1MB memory, two Joypad X-Tender cables and two official N64 keychains. If 
that’s not enough, all the runners-up win a Jolt Pak with 1MB memory and an official N64 keychain! So get 
those crayons and felt tips out now and get scribbling! 


PICS WIN 




MATHEW IGGULDEN - AGE 10 
NIAGARA FALLS, ONTARIO 


1 MARK IGGULDEN - AGE 8 
NIAGARA FALLS, ONTARIO 






> JONATHAN CHONG - AGE UNKNOWN 
VICTORIA, AUSTRALIA 


> CHARLOTTE HORNER - AGE 163/, 
LITTLE LEVER, BOLTON 


• JAMES JONES - AGE 14 
GWYNEDD, WALES 



ST MARTINS, JERSEY FIFE, SCOTLAND 

We’ve had a great response to this pics section since we started it. Unfortunately we 
don’t have room to print them all but every issue we’ll print a selection of the best 
we receive, so keep them coming in. 

If you want your artwork to appear on this page, there are a few points to note. 
Remember to include your name, address and age (make sure it’s written on the 
back of your work, or else we’ll lose it!) and if at all possible, try to use a large 
envelope so that you don’t have to fold it too much. 
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1080° f NOV^OARDIMO 

This month we ditch Wave Race in favour of Nintendo *s newest and (need I say) coolest racing 
game, 1080 ° Snowhoarcting. The boy Jones has been hard at it to get the best times - he called 
it research for the review, yeah right! Jonesy has laid down the gauntlet, so do not fail us... 


AIR MAKE 

Nick Jones, Total 64: 2500 pts 

CRYSTAL LAKE 

Nick Jones, Total 64: r05.37 
Nick Jones, Total 64: 4215 pts 

COLDEN FOREST 

Nick Jones, Total 64: r25.66 
Nick Jones, Total 64: 11964 pts 


DRAOON CAVE 

Nick Jones, Total 64: r39.06 
Nick Jones, Total 64: 5648 pts 

HALF FIFE 

Nick Jones, Total 64: 11629 pts 

CRYSTAL FEAK 

Nick Jones, Total 64: r35.56 
Nick Jones, Total 64: 5445 pts 


MOUNTAIN VILLAOE 

Nick Jones, Total 64: r42.03 
Nick Jones, Total 64: 11964 pts 

DEADLY HALL 

Nick Jones, Total 64: ri3.42 
Nick Jones, Total 64: 10985 pts 

BEST CONTEST SCORE 

Nick Jones, Total 64: 68423 pts 




Tim Mlndhann challenges you all to 
a DKR showdown — send in your 
scores and we’ll start a new chart! 



DAM 

ARCHIVES 

Antony Bromley, Herts - 0:59 

Antony Bromley, Herts - 0:28 

FACILITY 

STREETS 

Antony Bromley, Herts - 1:19 

R.McKinstray, Scotland — 1:25 

RUNWAY 

DBFOT 

Ben Pritchard, UK - 0:25 

SURFACE 

Antony Bromley, Herts - 0:35 

Gary Millikin, Essex — 0:35 

R.McKinstray, Scotland--1:12 

BUNKER 

TRAIN 

Antony Bromley, Herts - 2:00 

Antony Bromley, Herts - 0:29 

JUNOLB 

D. Dunn, Lincolnshire — 0:29 

SILO 

Greg Innatenko, 

Cheshire - 2:28 

D. Dunn, Lincolnshire — 1:48 

FRICATB 

CONTROL 

Ben Pritchard, UK - 6:42 

Antony Bromley, Herts — 1:25 

SURFACE 

CAVERNS 

D. Dunn, Lincolnshire - 1:41 

Antony Bromley, Herts - 1:28 

CRADLE 

Antony Bromley, Herts — 1:28 

Antony Bromley, Herts — 0:40 

STATUE 

AZTEC COMFLBX 

Antony Bromley, Herts — 6:31 

Antony Bromley, Herts — 2:58 

BOYFTIAN TBMFLB 

Antony Bromley, Herts — 1:19 


lYLAT WARS 








§ Ben McBean ~ ^ 

Wellingtoorough: 267 



Dimitri Jarazraj — 
Germany: 414 ^ 


vsKiotiri 


Dimitri Jarazraj • 
Germany: 205 


Danny Dunn - 
Lincolnshire: 247 


Dimitri Jarazraj - 
Germany; 185 


Arron Taylor - ‘ 
fHAVSTATHJH SOUmOHS; 265 


Arron Taylor — ^ 

PiavSTATJON SWiiTlONS; 214 > 


Dimitri Jarazraj ~ ' ■ 

Germany: 122 


Dimitri Jarazraj * 
Germany: 229 


Dimitri Jarazraj ■ 
Germany: 488 


Arron Taylor — 

; Pla¥Stat}oh SoumoHS: 87 


Dimitri Jarazraj ° 
Germany: 269 ^ ■ 


SOIAl 




L Dimitri Jarazraj ~ 

Dimitri Jarazraj - ^ 

' Germany: 127 

Germany: 242 j - ^ 


i. TOTAL SCOtB 


iS 

^ Dimitri Jarazraj — 

Dimitri Jarazraj — ' 

I Germany: 297 

Germany: 2090 ::: ' ^ 
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THE 


HIGH SCORES 



MARIO KART 64 


1 The Dunn Brothers have been iarging it up on Rforrio Kart. They've set the standard but surety 

1 there must be someone out there who can toppte them! 




UINII RAdWAT 



WARIOSTAMUM 



UK Race 

r39.64 

Richard Dunn - Lincolnshire 

UK Race 


0’24.32 

Richard Dunn - Lincolnshire 

UK Lap 

0’31.77 

Richard Dunn - Lincolnshire 

UK Lap 


0’06.24 

Richard Dunn - Lincolnshire 

US Race 

rZ3.12 

Nick McCarty - Macomb, US 

US Race 


r06.38 

Nick McCarty - Macomb, US 

US Lap 

0’26.63 

Nick McCarty - Macomb, US 

US Lap 


0’07.95 

Nick McCarty - Macomb, US 

MOO MOO HARM 



mnuRT 

lAND 



UK Race 

r33.98 

Danny Dunn - Lincolnshire 

UK Race 


2’07.41 

Steven Cosker - Swansea 

UK Lap 

0’30.18 

Danny Dunn - Lincolnshire 

UK Lap 


0’41.91 

Steven Cosker - Swansea 

US Race 

ri9.52 

Loustarinen Tata - Finland 

US Race 


2’08.45 

Bas Bionda - Netherlands 

US Lap 

0’26.23 

Loustarinen Tata - Finland 

US Lap 


0’42.43 

Bas Bionda - Netherlands 

BOOPA TROOiA RRACH 


ROYAL RACBWAK 



UK Race 

r40.17 

Richard Dunn - Lincolnshire 

UK Race 


2’09.33 

Danny Dunn - Lincolnshire 

UK Lap 

0’32.61 

Richard Dunn - Lincolnshire 

UK Lap 


0’42.52 

Danny Dunn - Lincolnshire 

US Race 

r 26.22 

Loustarinen Tata - Finland 

US Race 


r48.73 

Loustarinen Tata - Finland 

US Lap 

0’28.00 

Loustarinen Tata - Finland 

US Lap 


0’35.90 

Loustarinen Tata - Finland 

RAUMARI DRSRRT 


BOWSBRCAfTLB 



UK Race 

2’13.65 

Danny Dunn - Lincolnshire 

UK Race 


2’18.74 

Richard Dunn - Lincolnshire 

UK Lap 

0’41.67 

Danny Dunn - Lincolnshire 

UK Lap 


0’45.64 

Richard Dunn - Lincolnshire 

US Race 

r51.68 

Loustarinen Tata - Finland 

US Race 


r58.24 

Loustarinen Tata - Finland 

US Lap 

0’34.91 

Loustarinen Tata - Finland 

US Lap 


0’39.21 

Loustarinen Tata - Finland 

TOADf TURMMRB 



D^K JUNOLB iARBWAIf 


UK Race 

2’08.27 

Richard Dunn - Lincolnshire 

UK Race 


0’42.32 

Danny Dunn - Lincolnshire 

UK Lap 

0’40.31 

Richard Dunn - Lincolnshire 

UK Lap 


0’05.66 

Danny Dunn - Lincolnshire 

US Race 

2’37.30 

Michael Harmsen - Netherlands 

US Race 


0’52.97 

Loustarinen Tata - Finland 

US Lap 

0’52.31 

Michael Harmsen - Netherlands 

US Lap 


0’07.40 

Loustarinen Tata - Finland 

PRAPN SNOmAND 


yonii VAiuy 



UK Race 

0’29.62 

Danny Dunn - Lincolnshire 

UK Race 


r24.28 

Danny Dunn - Lincolnshire 

UK Lap 

0’06.66 

Danny Dunn - Lincolnshire 

UK Lap 


0’11.22 

Danny Dunn - Lincolnshire 

US Race 

0’26.13 

Loustarinen Tata - Finland 

US Race 


r32.93 

Loustarinen Tata - Finland 

US Lap 

0’5.58 

Loustarinen Tata - Finland 

US Lap 


0’09.33 

Loustarinen Tata - Finland 

1 CBOCO MOUNIAIN 


BAIISBBB 

BOARDWALK 


UK Race 

r45.98 

Danny Dunn - Lincolnshire 

UK Race 


2’09.81 

Richard Dunn - Lincolnshire 

UK Lap 

0’30.50 

Richard Dunn - Lincolnshire 

UK Lap 


0’42.56 

Richard Dunn - Lincolnshire 

US Race 

r32.79 

Loustarinen Tata - Finland 

US Race 


r50.71 

Loustarinen Tata - Finland 

US Lap 

0’30.32 

Loustarinen Tata - Finland 

US Lap 


0’36.50 

Loustarinen Tata - Finland 

MARIO RAdWASf 



RAINBOW 

ROAD 



UK Race 

r04.79 

Richard Dunn - Lincolnshire 

UK Race 


4’55.63 

Danny Dunn - Lincolnshire 

UK Lap 

0’20.23 

Richard Dunn - Lincolnshire 

UK Lap 


r35.92 

Danny Dunn - Lincolnshire 

US Race 

0’57.66 

Thomas Jr - US 

US Race 


5’02.06 

Thomas Jr - US 

US Lap 

0’18.29 

Thomas Jr - US 

US Lap 


r22.56 

Thomas Jr - US 



Richard G Danny Dunn 




you KNOW THE fCOBB# 
SEND US THOSE VIDEOS 
AND/OR PHOTOS OF 
yOUR BEST TIMES AND 
WB'IL MAKE you INTO 
A LITTLE TWINKLINC 
OAMINO STAR« IF yOU 
SEND US A PICTURE OF 
yOURSBLF# WE MI6HT 
EVEN SHOW THE WORLD 
WHAT you LOOK LIKE* 
SO COMB ON CUyS AND 
OALS - OBT TO ITl 


i' 
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I WOULD UKE TO SUBSCRIBE TO Tam 64 MAOAZIHB AND RECEIVE THE NBCT12 ISSUES 


□ £Z9.95 including delivery anywhere in the UK or LJ £65.00 elsewhere in Europe. (US Only ?83.40 Call: 800 Z33 1679) 
Please make cheques payable to Rapide Publishing. 

Send your payment, together with this completed form, to the following address: 

Subs Department, Total 64 Magazine, Rapide Publishing, 1 Roman Court, 48 New North Road, Exeter, EX4 4EP. 


□ Cheque (made payable to Rapide Publishing) 
Please charge my credit card: □ VISA 


LI Postal Order (made payable to Rapide Publishing) 
□ ACCESS □ MASTERCARD 


Card No:_ Expiry date 

PLEASE PRINT CLEARLY 

Name:__ 

Address:- 


Telephone:_ 

Signed:_Date:_ 

Please start my subscription with issue number:_ 
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BACK IffUBf NOW AVAIIABLBI 

IlfUll 

HIGHLIGHTS: REVIEW OF TUROK: DINOSAUR HUNTER, PLUS PLAYER’S GUIDE TO WAVE RACE 

ISfUlf 

HIGHLIGHTS: REVIEWS OF MARIO KART, WAR GODS AHU WONDER PROJECT 

ISfUl 6 

HIGHLIGHTS: PREVIEW OF WCW VS NWO, REVIEWS OF NEXEN 64 AND GO GO TROUBLEMAKERS 

UfUIT 

HIGHLIGHTS: REVIEWS OF DARK RIFT, MULT! RACING CHAMPIONSHIP AHU BLAST CORPS 

isnilt 

HIGHLIGHTS: REVIEWS OF GOLDENEYE 007, GANBARE GOEMON AHO TETRISPHERE 

IffUl 9 

HIGHLIGHTS: REVIEWS OF EXTREME G, MACE: THE DARK AGE AHU BOMBERMAN 64 

ISfttllO 

HIGHLIGHTS: REVIEWS OF DUKE NUKEM 64, DIDDY KONG RACING AHD MISCHIEF MAKERS 

IlfUllf 

HIGHLIGHTS: REVIEWS OF WCW VS NWO, AUTOMOBILI LAMBORGHINI AHO CHAMELEON TWIST 

IffUl 1i 

HIGHLIGHTS: REVIEWS OF FIGHTERS DESTINY, MADDEN 64, MK MYTHOLOGIES AH^ FAMISTAR 64 

IffUl 13 

HIGHLIGHTS: REVIEWS OF YOSHI'S STORY, SNOBOW KIDS, WAYNE GRETZKY’S 3D HOCKEY 

IffUl 14 

HIGHLIGHTS: REVIEWS OF QUAKE, SIM CITY 2000, AERO GAUGE, NBA PRO ’98 




I WOULD LIKE TO ORDER THE FOLLOWINO Total 64 RACK ISSUES PLEASEI 


Q Please send me . copy[s] of Total 64 


METHOD OP PAyMENT 


ISSUE Z: £4.95. ISSUE 5: £4.95. Send your payment, together with the completed below, 

ISSUE 6: £4.95. ISSUE 7: £4.95. to the following address: 

ISSUE 8: £4.95. ISSUE 9: £4.95. Subs Department, Total 64 Magazine, Rapide Publishing, 1 Roman Court, 

ISSUE 10: £4.95. ISSUE 11 : £4.95. 48 New North Road, Exeter, Devon, EX4 4EP 

ISSUE 1Z: £4.95. ISSUE 13: £4.95. 

ISSUE 14: £4.95. TOTAL PRICE: £ . Q CHEQUE (made payable to Rapide Publishing) 

Q POSTAL ORDER (made payable to Rapide Publishing] 

Name:. 

Address:. Please charge my CREDIT CARD: □ VISA □ ACCESS 

. Postcode:. □ MASTERCARD 

Telephone:. Date:. Card No:. Expiry date. 
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The Cwo biQ fooCball Qames 90 head-Co-head in 
ciash that wilt decide the mother of ait 
footbaii championships! 


L-(j Li Z^LwtiL 




We can hardly wait to get our grubby 
little mitts on a final version of 
Acclaim' s futuristic shoot- ' em-up. 
Look out for this one, it' s gonna be BIC! 



I 


Ocean' s latest title could turn out to be the racing game we' ve all 
been waiting for. Cet readiy for some top driving action! 


/ 


^#1 




Why do you need to fight all the time? ' Cos we love it! Konami' s 
latest offering is going to give you two slaps and no mistake! 



V Your ultimate guide to the scariest game on the N64. Don't 
be tired of life...stay alive with our complete s 4 »lution! 


DoirTMtffnu 

tn 



nr-Hini 
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MASTER BLASTER PACKS AVAILABLE WITH SPECIAL EDITION GOLD 

.FOR DETAILS 



ONLY 
£ 91.99 


; ME HNIY GIMRMITEED FOR ONE YEM 

B OFF EVERY CONTROLLER, AND £1.00 OFF ANY OTHER ACCESSORY BOUGHT AT THE SAME 
TIME AS YOUR NINTENDO 64 j 

IF YOUR MACHINE IS FAULTY WE WILL COLLECT IT FROM YOU AND REPLACE IT FREE OF CHARGE ^ 


01993 844885 

EXCITEMENT 
DIRECT> 


u 

I 




OR FAX ORDERS to 01993 8407S0 

POSTAGE FREE FOR UK 


03 

I 


FAST DEUVERY SERVICE 


Usually within 3 working days for games 
and accessories in stock 



Yoshi’s Story 

£40.99 

oshi’s story & rum¬ 
ble pak 
£53.99 


Mystical Ninj 

starring Goeman 

£ 45.99 


Buy a Rumble Pak with built in 256K 
Memory Card for just £13.99 


SOFT CHARACTER TOYS 

They are soooo cute. 

Available - Yoshi, Donkey Kong, Bowser 
and Mario 



Iroe Goemon T- 


Shirt if you buy Mystical Ninja 
and any other N64 game that is 
highlighted in green 


NINTENDO 64 GAMES 


£9.99 

Get £2 off if bought with Yoshi’s Story 



Quake 

£ 40.99 


NBA PRO 98 
£45.99 


Buy a 1 Mb Memory Card at the 
same time for just £9.99 



Special Edition Football 1Mb 
Memory Card only £12.99 

Get £2 off any Football games if purchased at the same time 


10805 SNOWBOARDING 

£CALL KILLER INSTINCT GOLD 

£44.99 PILOT WINGS 64 

£39.99 

AERO R6HTERS 

LAMBORGHINI 64 

£43.99 QUAKE 

£40.99 

ASSAULT 

£39.99 LYLAT WARS 64 

RAMPAGE WORLD TOUR 

£44.99 

BLASTCORPS 

£38.99 & RUMBLE PAK 

£46.99 ROBOTRON64 

£49.99 

BOMBERMAN 64 

£40.99 MACE; THE DARK AGE 

SAN FRANCISCO RUSH 

£42.99 

CHAMELEON TWIST 
CLAYFIGHTER 63 1/3 
CRUISIN USA 

£38.99 MADDEN 64 
£28.99 MARIO 64 
£29.99 MARIO KART 64 

SHADOWS OF THE EMPIRE 

L4u.yy p„Q QQ 

£40.99 ^'^^-^^ 

DARK RIFT 

£33.99 MISCHIEF MAKERS 

£39 99 SNOWBOARD KIDS 

£33.99 

DIDDY KONG RACING 

£40.99 MISSION IMPOSSIBLE 

CALL SUPERMAN 64 

CALL 

DOOM 

£36.99 MRC MULTI 

TETRISPHERE 

£33.99 

DUAL HEROES 

£40.99 RACING CHAMP 

£44.99 TONIC TROUBLE 

£44.99 

DUKE NUKEM 

£39.99 MORTAL KOMBAT 

TOP GEAR RALLY 

£40.99 

EXTREME G 

FI POLE POSITION 64 

£32.99 TRILOGY 
£39.99 MORTAL KOMBAT 

£45.99 TUROK; DINOSAUR HUNTER 
£31.99 

FIFA ROAD 

MYTHOLOGY 

£41.99 UEFA 

£44.99 

TO THE WORLD CUP 

£45.99 MYSTICAL NINJA; 

WAR GODS 

£42.99 

FIGHTERS DESTINY 

£45.99 STARRING GOEMAN 

£45.99 WAVERACE 64 

£44.99 

FORSAKEN 

GOLDENEYE 

£45.99 GOEMON T-SHIRT 

CALL NAGANO WINTER 

PQ QQ 

WAYNE GRETZKY 

£49.99 

HEXEN 

£29.99 OLYMPICS 

£42 99 SRETZKY ‘98 

£44.99 

HOLY MAGIC CENTURY 

CALL NBA HANGTIME 

£44*^ WCW Vs NWO 

£40.99 

INT. SUPERSTAR 

NBA PRO 98 

£42 99 WETRIX 

£40.99 

SOCCER 64 

£40.99 NFL QUARTERBACK 

WORLD CUP ‘98 

CALL 

INT. SUPERSTAR 

CLUB 98 

£44.99 WWF WARZONE 

CALL 

SOCCER ‘98 

£29.99 NHL BREAKAWAY 98 

£41.99 YOSHI’S STORY 

£40.^ 


" PUYMyttlcillliJaNOWII 

Boy a UNIVERSAL 6AME ADAPTOR 


Jaal £16.99 or £13.99 if bouiBrt at the aama tima at amr oama 

US NINTENDO 64 GAMES 


AERO FIGHTER ASSAULT 

34,99 

MYSTICAL NINJA 

52.99 

AERO GUAGE 

52.99 

NAGANO WINTER OLYMPICS 

49.99 

CLAYFIGHTER 63 1/3 

16.99 

NBA IN THE ZONE 98 

49.99 

DUKE NUKEM 64 

49.99 

QUAKE 

52.99 

EXTREME G 

49.99 

RAMPAGE WORLD TOUR 

49.99 

FI POLE POSITION 

24.99 

RECKIN’ BALLS 

52.99 

FIFA: ROAD TO THE WORLD CUP 

49.99 

ROBOTRON 

49.99 

FIGHTERS DESTINY 

49.99 

SPACE STATION: silicon valley 

52.99 

GRETZKY 98 

49.99 

SUPERMAN 

52.99 

INT. SUPERSTAR SOCCER 64 

49.99 

TUROK: DINOSAUR HUNTER 

37.99 

JEOPARDY 

49.99 

VIRTUAL CHESS 64 

49.99 

MACE: THE DARK AGE 

37.99 

WAYNE GRETZKY 

49.99 

MISSION IMPOSSIBLE 

52.99 

WETRIX 

52.99 

MK MYTHOLOGIES: sub zero 

29.99 

WHEEL OF FORTUNE 

49.99 

MULTI-RACING CHAMP’SHIP 

41.99 

WORLD CUP 98 

52.99 


SUPER NES GAMES 


ARKONOID . £10.99 

BATTLE CLASH . £17,99 

DONKEY KONG COUNTRY 2 . £21.99 

DONKEY KONG COUNTRY 3 . £25.99 

EARTHWORM JIM 2 .£22.99 

EMPIRE STRIKES BACK . £27,99 

FIFA ROAD TO THE WORLD CUP . CALL 

F-ZERO . £10.99 

ILLUSION OF TIME . £17.99 

INI SUPERSTAR SOCCER DELUXE£27.99 

JUNGLE BOOK . £18.99 

HEBEREKES POPOON . £15.99 

KIRBY’S DREAM COURSE . £19.99 

KIRBY’S FUNPACK . £14.99 

KIRBY’S GHOST TRAP . £21.99 

LAMBORGHINI.£22.99 

LION KING . £18.99 

MARIO ALL STARS .£17.99 

MARVEL SUPER HEROES . £23.99 

MEGAMAN X . £17.99 

MORTAL K0MBAT3 . £22.99 

MOWHAWK & HEADPHONE JACK..£18.99 

MR DO.£15.99 

PILOT WINGS.£9,99 

PRIMAL RAGE . £17.99 

RETURN OFTHEJEDI . £27.99 

SECRET OF EVERMORE . £11.99 

SUPER STREET FIGHTER 2 . £19.99 


SUPER GHOULS & GHOSTS . £23.99 

SUPER INTERNATIONAL CRICKET..£22.99 

SUPER MARIO KART.£24.99 

SUPER MARIO WORLD.£17.99 

SUPER METROID . £16.99 

SUPER STAR WARS . £17.99 

SUPER SOCCER . £17.99 

SUPER TENNIS . £9.99 

TERRANIGMA . £19.99 

TETRIS ATTACK . £9.99 

TETRIS & DR MARIO.£11.99 

TIMONE & PUMBAA . £33.99 

ULTIMATE MORTAL KOMBAT . £28.99 

VORTEX . £15.99 

WINTERS GOLD . £27.99 

YOSHIS ISLAND.£23.99 

ZELDA.£18.99 

SUPER NES 
HARDWARE & 
ACCESSORIES 

NINTENDO AV CABLE.£12.99 

ACTION PAD SN LOGIC 3.£7.99 

SPRINT PAD SN LOGICS.£9.99 

SCART CABLES.£8.99 



ARCADE SHARK STICK 

Arcade-Style Joystick with Auto-Fire and Slow Motion features plus 
Memory Card Slot. Interchangeable Joystick 

ONLY £33.99 


superpad 64 plus 

Auto-Fire and Slow Motion features and Memory Slot 

only £18.99 SUPERnU) 64 only £14.99 


WE SWAP 2ND HAMD GAMES 




COLOURED OFFICIAL NINTENDO 64 CONTROLLERS 

Available in blue, green, red, black and yellow 
ONLY £25.99 OR £22.99 FOR 2 OR MORE 


SHOCKWAVE 


only £23.99 if bought with Lylat Wars, Mario Karl, ISS64 and Wave Race 



Unique SHOCK SENSOR adds force. Feed-back to ALL 
GAMES. 

Built in 1 Mb Memory card £22.99 

TRIDENT PAD £15.99 TRIDENT PRO PAD Auto-fire, slow 

motion, memory slot. Rumble pack compat- 


2N0 HAND NINTENDO GAMES 


Plaaw call tor 


n,b. aft the games in this advert are brand new 


GAMEBOY 


I ALLEYWAY 
I ALADDIN 
I ANIMANIACS 

I ASTEROIDS & MISSILE COMMAND 
BATMAN 2 
BATTLETANK 
BUGS BUNNY 2 
CASPER 
DAFFY DUCK 
DESERT STRIKE 
DONKEY KONG 
DONKEY KONG LAND 
DONKEY KONG LAND 2 
DONKEY KONG LAND 3 
DR MARIO 
DUCK TALES 
FI RACE 

REA ROAD TO THE WORLD CUP 

FLINTSTONES 

GOLF 

GO' GO! TANK 
GREMLINS II 
I JAMES BOND 007 
I JUNGLE BOOK 


£12.99 LAMBOURGHINI 
£19.99 LEMMINGS 
£15 99 LOST WORLD 
£10.99 JURASSIC PARK 
£18.99 KILLER INSTINCT & CASE 
£17 99 KIRBY’S BLOCKBALL 
£18.99 KIRBY'S DREAMLAND 
£15.99 LION KING 
£18.99 LOONEY TOONS 
£16.99 MARIOS YOSHI 
£16.99 MARIO PICROSS 
£19.99 METROIOII 
£25.99 MICRO MACHINES 
£21.99 MOLE MANIA 
£10.99 MORTAL KOMBAT 3 
£19.99 NIGEL MANSELL 
£12.99 PINBALL FANTASIES 
£24.99 RETURN OF THE JEOI 
£15.99 POCAHONTAS 
£12.99 ROAD RASH 
£17.99 SOCCER 
£18 99 SPEEDY GONZALES 
£23 99 STAR WARS 
£19.99 STARGATE 


£13.99 SUPER MARIOLAND 1 
£18.99 SUPER MARIOLAND 2 
TAMAGOTCHI 
£24.99 TAZMANIA 
£12.99 tennis 
£16.99 tetris AHACK 
TETRIS BLAST 
TETRIS PLUS 

TUROK: DINOSAUR HUNTER 
WAVE RACE 
WARIO BLAST 
WARIOLAND 
YOGI 


£12.99 
£19.99 
£17.99 
£10.99 
£17 99 
CALL 
£1699 
£1799 


£19 99 ZELOA 
£15.99 


£17.99 
£18.99 
£24.99 
£18,99 
£12.99 
£17.99 
£17.99 
£18.99 
£19.99 
£999 
£17,99 
£17 99 
£18.99 
£14.99 


£1899 
£17 99 
£19.99 TETRIS 1 8 2 

GOLF 8 TETRIS 1 
TETRIS 1 8 SUPER MARIOLAND 1 


£13.99 
£18.99 

£17 99 GOLF 8 SUPER MARIOLAND 1 
£17 99 SUPER MARIOLAND 1 8 2 


£14,99 
£16.99 
£20.99 
£22 99 
£14.99 



SILVER GAMEBOY POCKET A THRIS . £47.99 

CLEAR GAMEBOY POCKCT A METROID ii WAVERACE A TRAVEL BAG . £52.99 

CLEAR GAMEBOY A STAR WARS . £41.99 

yellow GAMEBOY A SUPER MARIOLAND 1 A 2 . £49.99 

PSU(GBORGBP) £8.99 SUPER GAMEBOY & PLAYERS GUIDE £26.99 

LINK LEADS £8.99 SLIP LEATHER CARRY CASE £9.99 

k.PnW/FR .RIIPPI V IIWIT CBQQ Cl ID MVI nn rADDV PACC d nn 


SHARPPAD PRO 64 

Enhanced Controller with Auto-Fire and Slow Motion functions 
ONLY £22.99 OR £22.99 FOR 2 OR MORE 

SUP£RPAd COLOURED 
£17.99 


CABLES AND CARDS 


ibie 



8 Way Digital 
Direction Control. 
Memory Card Port 



Joypad Extension Cable 
Pair of Extension Cables 

Scart Cable - improves picunc aiKl 

stereo AV Cable spiioMopiog 
S-VHS Cable avespeller,Mi,y 

Scart Converter Cable cw 


MISCELLANEOUS 


£18.99 


MAKO PAD 

High precision control, 
ideal for fighting games. 

Has Auto-Fire, Slow Motion and Memory Slot 

£20.99 


V3 Steering Wheel 

8 Digital Action Buttons plus 
8 Way Directional Pad 

from £66.99 

other Wheels Available 


£7.99 Interactor £26.99 

£12 99 Rumble Pak 8 256k Memory Card £16.99 

PO QQ Rumble Pak 8 IMb Memory Card £22.99 

Multi case £18.99 

-m,£9.99 N64 Cleaning Kit £9.99 

ebiii Official Deluxe Carry Case 
£8.99 Adjustable shoulder sirap, can slore the N64,2 game con- 
Irollers, 6 game cartridges 8 memory packs 

jeiuWeyoii £25 gg 

£24.99 Adaptor (UK/USA) 

£14.99 - Doesn’t play Waverace or Diddy Kong £16.99 

£8 gg Official Golden Eye Players Guide £9.99 
o-in'oQ OUicial Mario Kart 64 Players Guide £9.99 
£10.99 Official Mario 64 Players Guide £9.99 
£14.99 Official Turok Players Guide £9.99 

£18.99 Official Quake Players Guide £10.99 
WCW VS NWO Guide £9.99 

Official Rumble Pack £14.99 

in«Mprio64 MMKi,riw,w,wcRace.cruis,pusA.piioiwi,Kjs^ Sfartox Game Secrcts £9.99 

Shadows ol llic Empire £19.99 Tremor Pak £11.99 

Action Replay - HuiHiinis or iwin in cheais lor all iiic ircsi Gamcboy Emulator - Play Gameboy games on 
theN64 £34 99 

games. I,r«y prorj.arrrrrrahle -rremory, Merrrory Mar,age, aod Sm,„ gg^’gg 

Conirol Slol add larriasliceyparrsiorr lealrrres £38.99 Maxim 60 StOreO Speakers £24.99 

Scart Lead with Stereo Audio £9.99 Maxim 120 Stereo Speakers £38.99 

Soft Character Toys £9.99 


to play a USA or Japanur.e iiiachiiht 

Official Memory Card 
256kb Memory Card 
1MB Memory Card 
4MB Memory Card 
8MB Memory Card 

Game Killer 64 ' Conlairrs cheais lo, lalcsl N&l Games 


9am to 8pm Mon-Fri, 10am to 7pm Sat, I lam to 4pm Sun & Bank Hols 

Exchange policy on new goods - If you are unhappy with your goods for any reason, simply return them In perfect condition within 3 
days of receipt by recorded delivery and subject to a fee (10%, minimum £5), we will swap It for another Item. We reserve the right to 
refuse exchange if the item is not received back In PERFECT condition. 

["nAIVIE: . ADd"e^:' 

ITEM PRICE 


1 POSTCODE:. 


£ 

1 TEL:. 


£ 

1 SIONATURF- 


£ 

1 I’ourrgc rs Irco lor nil orriers slir|r|)ed wrllirri (lie U K p o p 

1 OinmrrrrI NEXT DAY UELIVERY rrvrrrlnblo E5 00 lor Ul rlmrt plus 1 Oir 

C l 00 for rrrrdr subsetprcMrl rierit Ovrifstros poslurjc E2 50 por soil 

1 CASH n CHEQUE (Please allow 8 days for cheque clearance) O POSTAL ORDER Q CARD Q 

£ 

£ 


CARDNUMBER □□□□□□□□□□□□□□□□□□□□ DAT^t""□□□□ □□ 

I PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS. ONLY SEND CASH IN A RECORDED/REGISTERED ENVELOPE. 

I CHEQUES PAYABLE TO; EXCITEMENT DIRECT, 1ST FLOOR, STREATFIELD HOUSE, ALVESCOT ROAD, CARTER-j 
; TON, OXON 0X18 3XZ 


Inevitably some items may not yet be available. Please phone to check availability. Prices correct at time of going to press. E & OE 
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We would like to thank Madiera Games 
official suppliers to Total 64 


0Z181 


98 I total 64 I ISSUE FIFTEEN • 


> f course, I m referdjlng to Mfetrix, Ocean s surprise ^ 
winner off the unofficial title of 'ganteofthe ^ 

month' and when you take into account the 
competition, that's no mean feat! It just goes to ^ 

show that even with the flashiest graphics 
around, you can't beat a game with addictive 
^ \ \ and ingenious gameplay. 

' Y\ I hope that you been as excited as we were r 
P month's previews - with games such as Missiog 
^ and Fprsorfcen, plus a decent racing game in 

Club and the two big football games to look - ^ 
forward to, it looks like the immediate future of ^ 
^ the M64 is as rosy as it has ever been - look out - ^ 
for reviews next month. 

We hope that you like the new look Total 64 - God 

knows it's been a lot off hard work to 

put together but in our everlasting I 
quest for perfection, we Just had ■ 
to do it! So, for now, goodbye... 
we" ll see you next month for 
I m ■ 1 another bumper 

Total 64! 


company. This magazine is not and should not be confused with any publication 
that is printed or distributed by Nintendo of America Inc. Nintendo of Japan Inc, 
or any associate or affiliate company. Nintendo® is a registered trademark of 
Nintendo Inc. 

The following are trademarks owned by Nintendo: Nintendo 64®. Super 
Nintendo Entertainment System®. Super Nes®. Nintendo Entertainment 
System®. All copyrights and trademarks are recognised. 


No part of this magazine may be produced or transmitted in 
_ any form or by any means, electronical or mechanical. 
/\IP*i n 1^^ '. including photocopying, recording or by any 
^ M I information storage or retrieval system without 

written permission from Rapide Publishing. 

This magazine is not published, authorised by. or associated in any way with 
Nintendo of America Inc. Nintendo of Japan Inc. or any associate or affiliate 






















special Reserve Discount 
Mall Order - 01279 600204 

Market leaders in mail order home computing, established 10 years, great web 
site and six amazing shops. See us on the web at http://special.reserve.co.uk. 

Officially Authorised for Nintendo and for PlayStation. Trial Membership for just 50p. 0% PAY LATER (subject to status). 


£137.99^£10' 



Nintendo 64. £99i99 less £10 

Official UK N64 with Nintendo 3D controller and RF lead. 

Nintendo 64 

Fire Pack.ft 10#*7 7 less i 

TWO Official Nintendo 3D Controllers and 
8 MB Memory Card 

‘Deduct £10 off the price of any one item bought at the 
same time as a Nintendo 64 or PlayStation. 

0% PAY LATER available if your total purchase is between 
£250 and £750, subject to status. 

\ STICKER KITS FOR N64.9.99 

STICKER KITS FOR PLAYSTATION .. .9.99 
Change the colour of your Nintendo 64 or 
PlayStation with these high quality, 
durable laminated sticker kits. Available 
in Carbon look. Gold, Silver & England 

SCART LEAD FOR N64 - Nintendo 64 to scarf TV .7.99 

HI-FI AUDIO LEAD FOR N64 - Nintendo 64 to stereo.9.99 

256K MEMORY CARD FOR N64 - 12 slots .7.99 

4 MB MEMORY CARD FOR N64 - 192 slots .14.99 

8 MB MEMORY CARD FOR N64 - 384 slots .19.99 

NINTENDO 64 DELUXE CARRY CASE .24.99 

2 SPEED RUMBLE PACK FOR N64 .12.99 

RUMBLE PACK IWITH BUILT-IN 1 MB MEMORY CARD .13.99 

Nintendo 64 Controilers 

ARCADE SHARK STICK FOR N64 . 34.99 

5 fire buttons, view control, analogue and 
digital directional controls, inter- 
changable joystick, auto-fire 
and slow motion functions ^ ‘ j = v 

COMPETITION PRO NS64 * 

CONTROLLERS ...19.99 ^ 

Available in many different 
colours. Features include turbofire, 

autofire and slow motion 

TOP DRIVE WHEEL AND PEDALS FOR 
N64, PLAYSTATION & SATURN ... 54.99 

Fully functional steering wheel with brake and 
accelerator pedals. Programmable buttons, 9 button control, D- 
shaped wheel, stick shift, self centering technology, wheel rotation 
angle select. Also includes memory card and rumble pack slot. 



OFFICIAL NINTENDO 64 
3D CONTROLLERS . . .24.99 

Available in many different 
colours: black, blue, green, 

grey, red & yellow 


Digitakl/analogue controller, 8 way directional 
thumb cursor, 3D analogue stick, 9 fire buttons with memory card slot 


■Wj 


We stock 15 controllers for Nintendo 64 call 01279 600204 


Nintendo 64 Games 

AERO FIGHTERS ASSAULT .. .39.99 -10%* 

ALLSTAR BASEBALL • .42.99 -10%* 

BLAST CORPS 89% .41.99 -10%* 

BUCK BUMBLE • .44.99 -10%* 

BUST A MOVE 2 • .42.99 -10%* 

CHAMELEON TWIST 89% .45.99 -10%* 

CLAYFIGHTER 63 1/3 87% .32.99 -10%‘ 

CRUISIN USA .29.99 -10%* 

DIDDY KONG RACING 97% ...41.99 -10%* 

DOOM 92% .36.99-10%* 

DUKE NUKEM 64 91% .46.99-10%* 

EXTREME G 95% .41.99 -10%* 

FI RACING 98 .49.99-10%* 

FIFA 98 - ROAD TO 

THE WORLD CUP 92% .44.99-10%* 

FIGHTERS DESTINY 93% .39.99 -10%* 

FOOTBALL! .42.99-10%* 

FORSAKEN .42.99-10%* 

GOLDENEYE 98% .41.99 -10%* 

GT64» .40.99-10%* 

HEXEN 85% .40.99 -10%* 

HOLY MAGIC CENTURY .44.99-10%* 

INTERNATIONAL 

SUPERSTAR SOCCER 64 97% 28.99 -10%* 
KILLER INSTINCT GOLD 88% ...44.99 -10%* 

LAMBORGHINI 64 .42.99 -10%* 

LYLAT WARS 95% 

WITH RUMBLE PACK .49.99 -10%* 

MACE 89% 40.99-10%* 

MADDEN 64 92% .44.99-10%* 

MARIO KART 64 94%.41.99 -10%* 

MISCHIEF MAKERS 90% .41.99 -10%* 

MISSION IMPOSSIBLE •.40.99 -10%* 

MORTAL KOMBAT MYTHOLOGY 44.99 -10%* 
MULTI RACING CHAMPIONS ...46.99 -10%* 

MYSTICAL NINJA .44.99-10%* 

NAGANO WINTER OLYMPICS 98 41.99 -10%* 

NBA PRO 98 .44.99-10%* 

NFL QUARTER BACK CLUB 98 41.99 -10%* 

NHL BREAKAWAY 98 .42.99 -10%* 

OLYMPIC HOCKEY • .40.99 -10%* 

PILOT WINGS 64 91% 41.99-10%* 

QUAKE 92% .39.99-10%* 

RAMPAGE WORLD TOUR .46.99-10%’ 

RECKIN BALLS .42.99-10%* 

SAN FRANCISCO RUSH 90% ...40.99 -10%* 
SHADOWS OF EMPIRE 90% ...41.99 -10%* 

SNOWBOARD KIDS .33.99 -10%* 

SUPER BOMBERMAN 64 .41.99 -10%* 

SUPER MARIO 64 100%.41.99 -10%* 

TETRISPHERE 96% .34.99 -10%* 

TONIC TROUBLE .44.99 -10%* 

TOP GEAR RALLY 90% .39.99 -10%* 

TUROK - DINO HUNTER 97% ...35.99 -10%* 

WARGODS .42.99-10%* 

WAVE RACE 64 92% .44.99 -10%* 

WAYNE GRETSKY 90% .44.99-10%* 

WCW VS NWO: WORLD TOUR 40.99-10%* 

WETRIX .44.99-10%* 

WORLD CUP 98* .44.99-10%* 

WWF:WARZONE* .42.99-10%* 

YOSHI’S STORY 86% .42.99-10%* 


Super NES Games 

DISNEY’S LION KING .29.99 

DONKEY KONG COUNTRY 2 97% ...19.99 

DONKEY KONG COUNTRY 3 ..27.99 

JOHN MADDEN NFL 93 22.99 

KIRBY’S DREAMCOURSE .19.99 

KIRBY’S FUN PACK .12.99 

KIRBY’S GHOST TRAP .12.99 

PGA TOUR GOLF .19.99 

PILOT WINGS 91% .12.99 

PRIMAL RAGE .22.99 

RETURN OF THE JEDI .29.99 

SECRET OF EVERMORE .12.99 

SPIROU .22.99 

SUPER GHOULS AND GHOSTS 94% 24.99 

SUPER INT’L CRICKET 89% 12.99 

SUPER MARIO KART 94% .27.99 

SUPER MARIO WORLD 92% .19.99 

SUPER SOCCER .19.99 

SUPER STAR WARS .19.99 

SUPER STREET FIGHTER 2 19.99 

SUPER TENNIS .12.99 

TETRIS ATTACK 87% .12.99 

TWIN PACK - TETRIS & DR MARIO ...12.99 

ULTIMATE MORTAL KOMBAT .19.99 

WINTER GOLD .19.99 

YOSHI’S ISLAND 97% .19.99 

ZELDA 3 - LINK TO THE PAST 95% ...19.99 

Pocket Gameboys 

(AS SEEN ON TV) 

New 30% smaller and 50% 
lighter Gameboy. Compatible 
with all Gameboy games 


GAMEBOY POCKET (SILVER).45.99 

GAMEBOY POCKET (BLACK) .40.99 

GAMEBOY POCKET (BLUE) .40.99 

GAMEBOY POCKET (CLEAR) .40.99 

GAMEBOY POCKET (GREEN) .40.99 

GAMEBOY POCKET (RED) .40.99 

GAMEBOY POCKET (YELLOW) .40.99 

Gameboy Games 

BUST A MOVE 3* .19.99 

DONKEY KONG LAND 96% .19.99 

JAMES BOND 007 .22.99 

MARIO AND YOSHI .12.99 

POCKET BOMBERMAN •.19.99 

RETURN OF THE JEDI .14.99 

SOCCER 90%.14.99 

STREET FIGHTER 2 14.99 

SUPER MARIO LAND 1 94% 19.99 

SUPER MARIO LAND 2 90% 19.99 

TAZ-MANIA .14.99 

TETRIS .14.99 

V - RALLY • 22.99 

WARIOLAND2* .19.99 

WAVE RACE .11.99 

WORLD CUP 98 • 22.99 

WORMS.17.99 



ZELDA 96% 


..16.99 


ZzAP P200 £899.99 


Internet- 
ready Intel 
MMX PC with 
3D Graphics 
and 30 greet 
Games. 

Made ln ._ 
UKfrom*^ 
all top brand 
components 



PlayStation Top Games 

C&C-RED ALERT .33.99-10%* 

COOL BOARDERS 2 .31.99 -10%* 

DIE HARD + PREDATOR GUN 29.99-10%* 

FIFA 98 29.99-10%* 

GRAND THEFT AUTO (18) .30.99-10%* 

MEN IN BLACK .31.99-10%* 

MICRO MACHINES 3 .19.99-10%* 

PREMIER MGR 98 32.99-10%* 

B RESIDENT EVIL 2 39.99-10%* 

THREE LIONS .34.99-10%* 

TIME CRISIS + GUN .32.99-10%* 

TOCA TOURING CARS ...34.99-10%* 
-- TOMB RAIDER 2 .34.99-10%* 


APR 9 ... Quake 64.N64 

APR 24 Mystical Ninja.N64 

APR 24 Three Lions .PLAYSTATION 

APR 29 Resident Evil 2... PLAYSTATION 
MAY 1 ... Premier Mgr 98... PLAYSTATION 
MAY 1 ... ISS 64 price drop ... N64 
MAY 15 Men in Black ... PUYSTATION 
Release Dates may be subject to slippage 




The Special Rr- « 

Maxx 3D P2 P333 

Goes like 
LIGHTNING 
Sounds like 
THUNDER 
and 

does it 
BLOW the 
rest oway 


All FOR £6.00 

Special Reserve Annual Membership Fee 
I t’s easy to join, just phone 01279 600204 or send in the order form. 
There’s no obligation to buy anything, you can be any age, and it’s only £6. 

1 . Members receive 10 issues of our colour Club Magazine per year. 

The magazine includes our full catalogue of over 2,000 products, many at 
below trade price or under half price. And there are Reviews, Features, 
Charts, Release Dates, Extra Savings and thousands of pounds worth of 
great prizes to be won. 

2. The incredible FREE Special Reserve Book of 2500 Cheats (all 
formats) will be sent to you with your Family Membership Card and 
Fantasy Game FREE entry forms (£5000 of prizes). 

3. AND choose any one of the FREE GIFTS below if you buy just one 
item at the same time as you join. All of our gifts are worth the 
membership fee or more and you can extend your membership for £5.50 
to get more gifts if you want them. 

That’s why over 400,000 people have joined Special Reserve 

The Biggest Games Club in the World 



10 % 


Mail Order Madness 


P Deduct an extra 10% off the price of gajmes 
^ software only for PC, Nintendo 64, Saturn or 
PlayStation if you place your order by post 
using this complete form or a photocopy of it. 

e.g. Deduct £2.80 off 
a £27.99 game. 

I H (not to be used in conjunction 

I with other special discounts) 

EXPIRES 30/6/98 


Special Reserve 01279 600204 

Or FAX YOUR ORDER ON 01279 726842 - We’ll fax back to confirm 
Open 9.30 am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

(BLOCK CAPITALS please) 

Name, Address and Postcode_ 


Phone No_ 


Machine 


ENTER MEMBERSHIP NUMBER IF ANY 


We only supply members but you can order as you join (from 50p). tdtai ra ■ 

There is no obligation to buy anything and you can be any age. TOTAL 64 

£6.00 Annual Membership includes 10 issues of the Club Magazine plus I 
the Special Reserve Book of 2500 Cheats. AND choose a FREE GIFT I 

from above if you buy any item at the same time as you join. | 

Please enter membership fee if applicable and please remember to tick your c hoice of gift below | 
Annual Membership £6 (UK), £9 (EC) or £12 (World) 

OR Trial Membership 50p (One magazine. One order) 


item 


item 


Deduct any 10% Mail Order Madness Discount as described above* 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/Switch/Visa 


Less 


CREDIT CARD 
EXPIRY DATE _ 


SWITCH 
_(ISSUE N0_ 


i 




Free to Members • Win £5000 of Prizes 


UilLLULLtlJ LiUliLUJUnJ U MS'' 

WIN a grand in your hand to spend with us 



WIN 15 PlayStations with FI and a £2000 PC 


Special Reserve Big Club Shops 


SAWBRIDGEWORTHI 

The Mailings, Station Road, Sawbridgeworth, Herts. 
Not far from the Ml 1, just around 
the corner from the train station 

Tel: 01279 600399 


m 


Overseas orders must be paid by credit card. Overseas surcharge £2.00 per item 

Hardware items (mains or battery) are only supplied to the UK mainland 

Immediate cheque clearance 

Cheques payable to Special Reserve at 
PO Box 847, Harlow, CM2I 9PH 

Please tick your choice of gift when you join for a 
year (£6) at the same time as buying any one item. 

If joining by telephone please ask for your gift at the time. 


CHOOSE FREE GOODY BAG 
INCLUDES MINIBOY, GAMEBOY 
CALCULATOR AND VIRTUAL PET 

Incredibly, all three of these electro gizmos have 
been bundled as one great gift. Miniboy is a keyring console 
_ with 55 variations of 4 classic games. Gameboy calculator 
I is a real calculator which looks like a Gameboy when closed 

O OR FREE 256K MEMORY 
CARD FOR NINTENDO 64 

□ OR FREE RUMBLE PACK 
FOR N64. Sends vibrations 
through the controller 




CHELMSFORD 

43 Broomfield Road, 
Chelmsford, Essex. 

Just around the corner from the bus station 

Tel: 01245 348777 


MASSIVE SELECTION - LOIVEST PRICES 

We’ll beat any locally advertised price by £2. 
All our shops have PC Upgrade and 
Repair facilities and we sell a range of 
award-winning PC’s from £899. 

IT’S EASY TO PARK 


UPMINSTER 

209/213 St Mary’s Lane, Upminster, Essex. 

2 miles from junction 29 of the M25. 
Opposite Somerfield Supermarket 

Tel: 01708 225544 


NOTTINGHAM 

164 Derby Road, Stapleford, Nottingham. 

2 miles from junction 25 of the Ml, 
near Kwik Fit and Pizza Hut 

Tel: 0115 949 1000 







EGHAM 

168 High Street, Egham, Surrey. 

Near Windsor and Staines. 

Just 1 mile off junction 13 on the M25 

Tel: 01784 473444 


» BRISTOL 


351 Gloucester Road (A38), Bristol. 

1 ’/j miles from the City Centre 
and just up from Kwik Save 

Tel: 0117 924 5000 


□ 


□ 




GREAT WEB 
SITE AT 


http://special.reserve.co.uk 


MASSIVE 

CONTENT 


Inevitably soine products listed may not yet be available and prices may change. Please phone 01279 600204. Some items carry a £1 surcharge in our shops. SAVE = Saving off full recommended price. 
Sent to press 07/04/98 Errors & Ommisions Excluded. Inter-Mediates Ltd. T/A Special Reserve, The Mailings, Sawbridgeworth. Herts CM21 9PG 


OR FREE PREMIER 
FOOTBALL. Full size. PVC 
coated football. Includes 
adaptor. Design may vary 

OR FREE 1 MB MEMORY 
CARD FOR 
PLAYSTATION 
OR FREE 24 CAPACITY 
CD WALLET. Stores CD’s in 
individual compartments 
OR FREE COMMANDER 2 
JOYPAD FOR 
PLAYSTATION. 

With turbofire function. 

OR FREE PERSONAL 
STEREO CASSETTE 
PLAYER -F HEADPHONES 
OR FREE ACE VENTURA 
2 VHS VIDEO (PG) 

OR EIGHT GAMES FREE 
ON PC CD ROM. Desert Strike, Team 
Suzuki, Actua Soccer semi-final edition, Lotus 
3, Jungle Strike, Toyota Celica GT Rally, Zool 2 
Normality Inc demo. All games 8 FREE 

Offers subject to stock availability. Alternative gifts 
available. Overseas members add £2 postage 


- 
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«7\ 4SCII 


viRTicdL dnn HOHizanTiiL viHicn mnnaeuvRinn cnPdBmnis 


At last.'B Nintendo B4 racer that lives up to the hype. You’d better 

brace yourselves as the major title for the most powerful console 

in the wc^ld is about to hit the shelves. A M d 

Aerogaug&is the most mind-tingling, joypad-melting game out fcJl / 

there. Fea^^ing speeds off the scale, skill-bending courses and < ✓ 1 

graphics that’ll make your eyes water with realism, this will 

be the game of the year. / 

• Speeds reaching over an amazing laDDmph. / '* 

• Vertical and horizontal vehicle-manoeuvring capabilities. 

• Beautifully rendered B4-bit graphics. 

• Choose from five distinct Aeromachines with a further 
five hidden vehicles to find. 

• Four fully-fledged and varied aero courses including canyons, tunnels, oceans and mountains 
plus two bonus tracks. 

• Four different play modes. 

www.a5cii.co.uk 

ASCII Entertainment Europe Limited, PD Box 54B. Watford, United Kingdom. WDl BZJ. 

: 1998 ASCII Entertainment. © 199B LOCOMOTIVE Co.. Ltd. All rights reserved. ASCII Entertainment and Aero Gauge are trademarks of 
ASCII Entertainment Software. Inc. All other brand and product names are trademarks and registered trademarks of their respective holders. 

NINTENDO *. NINTENDO 64 ^ AND J jj ARE TRADEMARKS OF NINTENDO CO..LTO 








